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WHAT? 

A FLAG FOOTBALL-SPEEDBALL G^IDE? 

WHAT HAPPENED TO SOCCER? 

What's up? It's z changing time for girls and women in sport and 
the National Association for Girls and Women in Sport (NAGWS) is 
changing. Many of you have been expressing concerns for years fe-- 
•"garding patterning of Guides, Well, these voices became stronger 
and this is one result. The i^id growth of soccer necessijtated a sep- 
arate Guide that couldTe^cdt rules changes as welLas officiating ma- I 
terials yearly. This change .will permit us flexibility in adding to' the ^ 
1980-82 edition of the Flag Football and Speedball Guide, Maijorie 
S. Larsen may grant us permission to print Speed-A-Way rules! 
Touch football rules may be in the offing as well! 

What do you think? Let us know your reactions to these changes, 
k Is our hope to expand NAGWS services to better meet the n«eds 
of all* teachers; coaches and officials. So contact any NAGWS offi- 
cer, members of the Guides and Rules Committees, the Guide Co- 
ordinators, or write: 

NAGWS Executive Secretary 
\ AAHPER 
1201 Sixteenth Street, N.W. 
: Washington, DC 20036 



CONT^^TS 

Foreword . . r 6 

NATIONAL ASSOCIATION FOR GIRLS AND 

WOMEN IN SPORT 7 

Standards in Sports for Girls and Women ^ 9 

^National Coaches Council lO 

Sports Academies of the National Coaches Council . . . ^ . . 11 

, NAGWS Sports Guides Co^ittees Interest Indicator .... 13 

^ FLAG FOOTBALL 15 

SPEEDBALL . . . . . / ... 63 

1 




^ ^ FOREWORD 

On behalf of the National Association fori 
Girls and Women in Sport, it. is a pleasure to] 
communicate (even if indirectly) with you, the 
p/ople who utilize NAGWS Guides. We are 
proud of s>uf~ Guide, publications. Now7 and 
through the long GWS "herstory," the Guidesl 
have been the products of individuals with 
spotta-expertise and a deep dedication to the 
good o^ those who play. This is the titleless 1 ^ 
promise of these little books. 

We are very proud of you, too. Your efforts NAGWS President 
have kjept girls and women's sport programs 
alive/through the lean years and are now pro- 
viding the energy and direction for the fastest 
VoAvth of sport programs ever. Your continued 
use of the Guides provides support to the en- 



With commitment 
to those who play: 
in that we never 
change. 



tire range of activities in which NAGWS is involved on behalf of you 
and girls and women everywhere. • 



Interest a4d participation in sports have expanded by leaps and 
bounds at airwe levels. Such^ expansion has resulted in a demand 
for more knowfel)gca^le and tetter qualified .people to work with 
these highly interested,^ motivate.d and skilfed individuals. This Guide 
is ' designed to assist instructors, coaches and 
officials in facilitating the growth of quality, 
sport pro-ams at the elementary, and 
collegiate levels, as well as in non-school 
settings. You will find a wide range of 
articles written , by outstanding ' coaches, 
officials, instructors and competitors. In 
addition, official ^ rules, officiating tech- 
niques, study' questions, .touman\ent infor- 
.mation and an updated 'list of audiovisual 
aids and references are included. We hope 
you will find this NAGWS. Guide, as well as 
others covering 20 additional sports, of value. 




PAT SHERMAN 
NAGWS 



Guide Coordinator Your input is invited. 
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NATIONAL ASSOCIATION FOR 
GIRLS AND WOMEN IN SPORT 

" ^ T^e Natio(iai Asso^ation for Girls and Women ^in Sport is a 
nonprofit, educational organization designed to serve the needs of 
participants^ teadiers, coshes, leaders and administrators in sports 
vprogr^ms for girls and wjomenr it is one of seven associations of the 
American Alliance for Health, Physical JBducation, and Revere ation. 

Purpose, 

The purpose of the National Association for Girls and Women in 
Sport is t9 foster the ^ development of sports programs for the 
enrichment of the life of the participant. ^ 



J 



Btlieh 

The National Association for Girls and Women in Sport be 
that: . ^ ^ 

Sports arc an integral part of the culture in which we live. 

Sports programs are a part of the tQtal educational experience of 
the participant when conducted in educational institutions. 

Opportunities for instruction and participation in sports appro- 
priate to her skilj level should be included in the experience of every - 
^rl. ■ ' . 
; Sports skills and- sports participation are Ivaluable social and 
recreational tools which may be used to enrich the lives of women in 
our society. . ^ - - 

Competition and cooperation may be demonstrated in all sports 
programs, although th'^ type and intensity of the competition\and 
cooperation will vary with the degree or level of skill, of the 
participants. * , 

An understanding of the relationship between competition and 
cooperation and ' the utilization of l^oth within the accepted 
framework of. our society is one of the -desirable outcomes of sports 
participation. 

Physical activity is important in the maintenance of the general- 
healtft»of the participant. . * ' 

sTarticipation in sports contribufes to th,e development of self- 
confidence and to the establishment of desirable interpersonal 
relationships. ■ 

Functions . ■ * * 

The National. Association for Girls and Women in Sport promotes 
desirable sports programs through: 

NATIONAL ASSOCIATION' FOR GIRLS AND WOMEN IN SPORT 7 
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1. Fonnulating and pubUdzing guiding principles and standards for. 
tnc admimstrator, leader, official, and player. 

2. Publishing and interpreting rules governing sports for girls and 
women. x " o~ . 

3. Providing, the means for training, evaluating, and rating officials 

4. Disseminating information on the conduct of girls and women*s 
sports. >^ 

5. Stimulating, evaluating, ancf disseminating research in the field of 
girls and women's sports. . ' ' • e 

6. Cooperating with, allied groups interested in girls and women*s 
sports in order to formulate policies and rulfes that affect the 

^ conduct of women*s sports. 

7. Providing opportunities* for. the development of leadership among 
girls and women for the conduct of their sports programs 
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STANDARDS^N SPORTS FOR GiRtS AND WOMEN 

upo^nTh'^o'flowS^"' -i" should'be bas;a 

P^^^'^*' Sirl with a wide-variety-. of 

^ competition should be judged in terms of ienert/t 

HirithandSafttyStiiMtordjforPtayBn j ■ 

^^Careful supervision' of the fiealth of aU players must be provided 

JS? ''^ ^ ''"^"^'^ Pl^J^-^ian after serious iUness or 

&1f?SnS^-tiE^^^ ^-'^ or-o^erfatigued or 



GMtnJ Policits 
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petiti^r'°^^ .e^^s in connection with all forms of com! 

SOURCES OF INFORMATION AND SERVICE 

to:''ExeirvfsIcr'ej^°TtS''" ^"^^ ^•^""^'^ ^^dressed 
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NATIONAL G0A9^ES COUNCIL 

■ * * • . » • 

The National Coac^ies Council was formed by the NAGWS to: ' 

( 1 )* provide a channel of direct cdmQiuhiji^tiQn amopg coaches 
at all educational levels , 
. (2) assist* in ,the formulation and dissemination of guiding 
T principles, standards and policies for conducting competi- 
, / ' tive sports programs fgr girls and women 
* (3)' keep memlj^rs informed of current coaching techniques and 
trends . ^ 

t4) sponsor clini^Ms^d conferen*:es in sports* and corffching skills 

(5) prpVide ihpCit from coaches to USCSC sports committees 
and representative assembly , •» 

(6) promdte cooperative- efforts with other sports-centered 
• organizations , = * 

O) ^provide a united body ^for positive political action in the 
\ " realm of giris and women's athletics. 

Academies for 10 sports have been established. (Note the appli- 
'cation blank for specific listings.-) Membership in each Academy is 
open to any coach of girls or women's sports or any Jjiterested per-*, 
son. Annual dxies for AAHPER rciembers are S5.00 for one. Acad- 
emy. Non-AAHPER members pay SI 5.00' annually, for member- 
ship in Q§e sport Academy/ Membership for each additional Acad- 
emy ^s S2.00. Thp $10.00 non-memtTershjp fee_.may be""applied~at 
any timTlqward AAHPER membership., " ^ ' 

Get involved ) . . JOIN NOW. 



■ ■ . 12- .. , ■ ■ ■ 
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Sports Academies of the NATIONAL COACHES COUNCIL 

Associatiorr for Girls and Women in Sport: AAHPER 
1201 16th St., N.W, Washington, D.C. 20036 • 



NAME 



city 



state 



zip 



.High School 



AAHPER MEMBERS: Membership number as it appears on your journal label: 

Teaching/Coaching level (please check): LCoUege Jr. College 

Jt.High. : Elementary . Other _____ 

Plc^ check the academies you wish to join;* □ Badminton D Basketball D Field Hockey 

□ Gymnastics D Softball D Swimming/Diving D Synchronized Swimming D Tennis 

P Track 4 Field D Volleyball 

I am willing to serve on an Academy committee: D ' ■ 

•AAHPER members: $5.00 for one Academy and $2.00 for each additional Academy. Non-AAHPER 
members: $15.00 for one Academy and $2.00 each additional Academy. ($10.00 non-membership 
fee may be applied at any time toward AAHPE R membership.) 

Please send AAHPER membership information: yes no 
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NAGWS SPORTS GUIDES COMMITTEES 
INTEREST INDICATOR 



Lit. 



The- NAGWS Sport Guide Committee is endeavoring tCKbroaden 
its base of personnel and to strengthen services to Guide readers. The 
purpose of this form is to offer readers an opportunity to join us in 
meeting this need. Please complete this form and send it to the 
Associate Guide Coordinator-elect, Mary Beth Cramer, Penn State 
University, White Building, University Park, PA 16802. 



Name_ 



Profeissional Address. 
City • 



State_ 



.,ZIP Code. 



1. Check the Sport Committee(s) wliich would be of interest to 
you: 



Aquatics 

Archery 

Badminton 

Basketball 

Bowling 

— Competitive Swimming 

Cross-country Track ' 

Cross-country Skiing 

Diving 



— Fencing Soccer 

Field Hockey Softball 

— Fbg Football Speedb^ * 

— Golf Squash 

— Gymnastics Synchronized Swimming 

— Lacrosse Team Handball ^ * 

— Orienteering Tennis 

— Racquetball Track and Field 

— Skiing Volleyball 

: Water Polo . ' 

2. Would you like to serve as member of a Sports Guide Commit teey 
of your interest?* Yes No / 

3. Would you consider submitting an article to a Guide Committee 
as a prospective author? Yes ^^No 

Possible topic or title , 

4. Can you suggest topics for articlet wliich you would like -to have 
included in future Guides? (Please indicate sport.) 

5. Are there others whom you would recommend for consideration 
as possible committee members or authors? Please indicate below. 
(Use additional paper, if necessafy.) * 



Name_ 



essacy. 



Sport(s)_ 



Professional Address, 
City 



.'State. 



Sports Committee Member O 



: Zip Code 

Prospective Author □ (Check one) 
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Introduction 



As a profession we aVc now entering an era where participation in 
non-contact football-type activities for girls and women is becoming 
more pre-domiirate and acceptable. We have ah obligation as the 
official rules arid guide committee for flag. football to set appropriate 
standards of play in accordance with the NAGWS philosophy. 

Those of us directly iiiyolved in the instructional, intramural, and 
interschoiastic flag football programs have a responsibility and 
unique opportunity .to set the tone for and give direction to those 
programs. We must provide pur guidance and contribute oiir exper- 
tise to help insure that, the C.Mirfe effectively meets the needs and 
interest of our students. • , 

If we do not accept the challenge, the organizations that are de- ; 
veloping flag football programs outside the educational arena* will set ^ 
the guideline. The future of our. programs rests with you. 

In response to tfie many suggestions and recommendations from * 
interested physical educators and participants, the rules committee 
has made several revisions. Two of the major revisions include short- 
ening the distance required to earn a . first down and alTowing the ball 
carrier a controlled spin to avoid the remc5val of the flag. 

The jules committee also has incorporated rules which cover tKc 
loss of a flag, the illegal pounding of the ball and the penalties in- 
curred during conversion plays, ^dl of the revisions and/or clarifi- 
cations for the 1978-80 Flag Football Guide have been shaded for 
easy identification. . V 
. — With the advent of Title iX' many of our educational institu- 
tions are including coed «flag football as part of their instnrctioial 
_and intramural programs. In response to this trend the guide com- 
mittee has selected several articles which focus on the different typtfs 
of programs being conducted and the various rules being employed 
in coed flag football programs. ^ . . ' }. 

With the growth of coed partj^pafejn in out schools and colleges, \ 
it appears that there is a need to-pfovide a standardized set of rules. \ 
Therefore, I believe it is our responsibility to help provide the guid- 
.ance necessary for the development and implementation of stan- . 
dards of play and conduct for coed flag foptball activities. 

Sheri Lynn Holand, Chairperson 
NAGWS Flag FootbaU Guide 
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nAgws flag football guide and rules committee* 

1976-1978 

• ■ X . ■ • • - 

SHERI LYNN HOLAND/ Chairperson, Santa Clara High School 

Santa Clara, CA 95050 ♦ 
GLORIA E» CROSBY, Past Chairperson^ Bates College, Lewiston, 

ME 04240 ^ ^ 

MARY DORMITROVITZ, Chairperson^lect, Pennsylvania State 
! University, University Park, PA 16802 
TERRI ENOS- 455 Cypress. Santa Clara, dA 95051 - . 
•ANNIE LEE JONES - pastern Illinois University,, Charleston, IL 
61920 • V 
LYNN MARTIN - Amgon High School, San Mateo^^A; 94402 
JO WALDMAN - 179(7 Niobc Ave., Anaheim, CA 92801-^r 



NAGWS FLAG FOOTBALL GUIDE AND ROLES COMMITTEE"^ 

19781980 

MARY DORMITROVrrZ, Chairperson, Pennsylvania State Uni- 
^versity. University Park, PA 16802 



\ 

•Current Guide material was prepared by the 1976-78 Guide Coimnittee.* 
Material for. the 1980-82 Guide will be prepared by the 1978-80 ComnuttecT 
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"Stockmarket" foF l^otball " 

V . DIANNE RAYNOR 

Bianne Raynor, teacher and coach at Roosevelt Junior 
High School, Modesto, California, received her degree 
from Ca\jfomia State College at Stanislaus. Dianne has devel- 
oped a Slide-tape and cassette presentation covering the basic 
skills and rules of flag football (listed in the Guide; Dianne 
is currently the CWCA Regional Director-Elect for 1977-78 
and has been actively involved in the California Polytechnic ' 
Physical Education Workshops for the past two years. 



WHAT 

ORGANIZATION 
MATERIALS 



OBJECTIVE 

PERSONNEL 

PROCEDURES 



An educational game designed to challenge" 

young people to learn flag football rules. 

Flag Football teams set up in class. 

List of Flag Football Questions-Betting Sheets 

(one /or each/team). These can be done on a 

ditto master and run for conveniehce. 

Money is colored construction paper cut into 

rectangular pieces with each color representing 

one denomination: $5, $ia, $20, $25, and . 

$50. 

The players place bets (points) on their ability 
to correctly answer questions (complete the 
scrimmage) on flag footbalL 
Scorckeepcr (student) 
Head Timer (student) 
V Referee or Banker (rccommen.d instructor) 
Each team selects a treasurer and secretary and 
enters the names of all team members on their 
betting sheet. Each team is given an envelope 
with $25 inside. Teams may nevep bet more . 
than one^ialf of their present earnings (points). 
The players bet on their ability to correctly 
answer questions. These questions are "scrim- 
mages'* and their earnings or losses are 
"points." If the answe^^^ wrong (incomplete 
play) the -referee (backer) takes from that 
team the amount betAnoints). If the team an- 
swers correctly (com^etb play) the referee pays 
the team the ^ount bet;^ (points). The teams 
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must be ready, with an. answer 25 seconds after 
the question is asked. If they arc not ready af-*; 
ter 25 seconds a penalty is called (too much 
time in the huddle) and the refCtee collects 
* . S5.00 from that team (5, yard penalty). Penal- 

ties may be called at any time by the. referee. If 
the team .is unnecessarily rowdy, call an un- 
sportsmanlike conduct penalty ($15.00 = IS 
/ : yards). On the other hand, if the team is really 
/ working well together a bonus may be given. 

' ^ . The timekeeper times the huddle and the score- 
keeper notes team earnings (points) on the 
chalkboard. • , 

The order of play is as follows . • 

1. Bets are. placed -by each team. 

2. The referee (banker) reads a question. The 
■ official timer times the 25 second huddle 

while the team determines an answer (exe- 
cutes the play). 

3. The referee (banker) watches for any over- 
times in huddles and awards penalties where 

' ' needed. 

4. Referee checks eagh teaum's . answer indlvid- " 
ually and pays off or collects penalties. 

5. After all collections and jJayments have been 
made new bets are placed for the next 

' "scrim mage .2' ^ ^ ^ 

" . Scrimmages continue until close to tlie end 

of the class. At this time double ieopar^y or 
overtime can be called. During this period of 
, p^lay all teams total their earnings (points) and 
report totals to the >scorekeeper. Each team 
now has a choice to make in their huddle (25 
seconds). 

1. Whether to bet onjhe next scrimmage or_ 
stay where they are in the st^idihgs. 
*. . . 2. If they bet on Xbis final scrimmage the bet 

must be all their winnings (points). If they 
successfully answer the question (complete 
the play) their winnings (points) are* dou- 
bled. If the play is unsuccessful (incomplete) 
all points are lost. 

- My classes have had a great.deal of fun with "Stockmarket." It 
has been good on rainy days, as review, and as initial leaping with 
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rule handouts a3 guides. The teamsvcan sil in circles on the floor of 
the toclccr room orjaround tables and desks. It has been cliallcngihg 
tor my students as well as fun; I hope it will be for yours Have an 
eiuoyable season! 



BETTING SHEET 



Amt. 



Answer 



Treasurer^ 
Secretary^. 
Team 
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Coed Flag Football in the Element^gig^dlooJ 



DENISE Lopez 

Denise %opez received her bachelor's degree in physical 
education from California Polytechnic State University, San 
: Luis Obispo where she played for two years in the Women's 
Intramural Flag FoojbaU Leagui. She . is at present the physiail 
education specialist and intramural coordinator at Westgate 
Elementary School in Kennewick, Washingtoru 

Coed flag football has become a game of int'ense skill and sophis-/ 
tication at the elementary school level. The activity is offered as part 
of the intramural sports program which is an extension of the ^tab- 
lished physical education 'oirriculum within the schooL 

The objectives of the program We to provide opportimities for 
skill development, rule awareness, and game play. The participants 
are' able to exercise their skills and knowledge of the game as com- 
petitors, scorekeepers, and officials. Providing opportunities for the 
students to take part in all phases of the game satisfies a variety of 
the students' needs and contributes toward increased enrollment in 
the flag football program. 



Offidab and Scon ktt^ 

Student ofHdals and scorekeepers can be the key to an efficient 
and successful coed flag football program. Fourth and fifth grade 
boys and girls are very capable of comprehending the rules of the 
game. Many students find officiating to be more of a challenge than 
being a competitor on the field. 

The~student "of ficials. assume the duties of thenmpir^" and lines- 
man and carry out the responsibilities described in the NAGWS Flag 
Football Guide. In addition^ the ofiRcials are responsible for the fol- 
lowing. 

1 . Check the schedule on the bulletin board for game assi^iments. 

2. Bring out the equipment: 24 flags, 12 pennies, 2 kicldng tees, 4 
red handkerchiefs, 4 whistles, 3 footballs. 

The scorekeepers^foUow the duties stated in the Guide and are 
also responsible for: clipboards, score cards, clock, taking role, keep- 
ing trade of first downs, .timers. 
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, 'Sil«tit|Tiiwi$ . 

- pe^I?»nrose^bf the team selection proa^^ 
to expcnencc the leadership role as a captain. It ako Jv" the S 
ers an oppomimty to work with a varietTof .team membtS. ' 
f^am. pt'w • "l^ramural coordinator places the participants on 
teams. Each team- selects their own captain and » t4n name T^e 

th. T^^ :!'^^ }^'' "Pt^"^ t° them of^eSes and 

the captams share the information with their teams. ^ ^ 

At tne end of the round robin, tournament, the intramural co- 

orctoator selects new captains from the winning team bSXek 

attendance and participation. The new captains take a lool at tbe 

JIJ^T^flj^"'" V"^ ^'"^ "'•'^ team members UndeS SiS^ ' 
vmofl of he coordinator. The new teams are posted^lSie^to-^ 

process carries over mto the other intramural sports tii^ghoSSV. 

RulrModificatiois ' . ' ■ fr 

pe rules for the coed f^ag footbaU program are in acbordmce^' 

M«ute^theirownj>ifen 

f.'^o*'^. offensive team is ibwed to^outV^., 
rS^n ""^^ '"'^ P'^^y^ ^ orderlolchiev* . 

The limitations placed on the offense automatically encou^ee a 

c^,^°°^^ -P'T- ■^•^•^ ''^ '='^" hands mor^ often^a^d^el^f in- ' 
S Pf^*?? '^t^o" the key plays of the game. This simple mod ' 
cation provides more opportunities for the competitors to MMri-"- 
ence the duties olthevario^ offenj^veanddefeZTe J^tionf ^" ,f 

TanmorkmdScnMia|(BlKkIn«) '^'^^■l^'' 

i.r^i.!'°^°T''^ ^ football. teaiiiwork>:a very import^t^fi^- 
fo^-, I ^° "ii""^" ^^'^ P^y^ successfuUy. it become nec<^ 

for all team members to.carry out their responsibilities 

Blockmg is the most difficult skill for, the playeis to develop 
P"*y ^ «9mg and w£ch player nelds to 
work^hr^nri ^^'"t deal of :concentration and team- 

work. Through active- participation in the game, the competitors are 
able to master this skill. They soon realizf^h^t anTmpKfr^e 
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screening plays in competitive flag football and therefore learn how . 
to maneuver their bodies in order to successfully block out their 
opponents. 

VisuilAids 

An attractive and informative bulletin board, .is aii effective 
means of communicating. the highli^ts of.the flag football program. 
The students find it interesting to read and are always eager to.find 
out the latest happenings in the sjportirig event. • „ 

The youngsters are always excited to see their names on the 
board on the intramural roster, teams, captains, team names, team 
standings, schedule of officials and scorekeepers, and so on. The 
board could include captions describing the sporting event of the 
propam. The bulletin board, also displays various flag football rules 
to enhance the students' knowledge of the gamer 

Pvtidpation 

The success of the coed flag football program greatly depends 
upon student participation. In the past, the flag football program 
catered to the needs of the boys, but in the coed program both boys 
and girls are actively involved in the game. * 

Educating the' players as to the importance of teamwork and pro- 
viding a learning experience in "which they can improve their skill is 
the basis* for a strong coed program. The students become aware of 
each other's capabilities and are- able to coordinate their talents into 
the (Sffeffi^e affd^effen5ive~positiOTis^^e*game.-Thci)layeT^ 
onstrate through successful plays, that" cooperation js important in 
order to function effectively as a team. ■ 

The participants enjoy the game because everyone is an active 
member of the team. Team spirit is of utmost importance and their 
enthusiasm is shared with fellow students which has led to an influx' 
of participant^ in the flag football program, » 

Unlike other sports; coed flag football is full of excitement and 
action because all of the boys and girls are^ctively involved in every 
play of the game. At the elementary school level this can generate a 
realm of enthusiasm to help establish a successful coed flag football 
^program. / - 
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Teaching Flag Football to Ruture Teachers 



Mary ATCHISON 



r,>. ^-'^ received her B,S. degree, from Southern 

Illinois University at Carbondale and her MX' degree at 
Eastern Illinois University where she is 'currently teaching in 
both the generaLactivity and. the professional preparation pro- 
■ ha4 also dohe additional graduate work at Indiana 

State' University, in Terre. Haute, - . 

• ■ . / - ■ ^ 

• Teaching physicaJ education majort how to play and teach, flasr 
footbair can be a challenging ^nd difficuij task due to the variance of 
icnowledge and skiU in the sport/Some students are not even aware 
of «ie basic terminology >*^lule others have played it for some time 
-J rhe -course I have taught in flag football is a technique and theory 
class m our professional program: There are usually between 30 and 
4U students m each class. The class meets iii a iWo hour block for 
half of a semester. - \ < ' 

i - •■ ■ ■ ■ • . 

-paav Progrtswon 

First Day 

1. Distribute sheets explaining requirements of course. ' , * 

2. Give a general explanation of the garfie, including such things as 
field matkmgs, equipment, number of players on a team, zones 
length of game, tie giame,-and time onts. ' 

3. Running driU: beginning at th^endline, sprint to the 25 yard line 
jog back to the endline, sprinfto the 50 yard line, jog back to the 
endhne. Repeat this procedure until the entire field has been cov- 
ered. * 

4. Explain the skill of passing. Include in the discussion the impor- 
tance of a proper grip and the differences in a football pass as 
compared to other, types of throws. 

5. Explain the technique of resolving a pass thrown at different 
heights and angles from the quarterback.. 

6. Passing driU: face partner and pass baU back and forth. Turn your 
back to your partner and receive an over the shoulder pass 

7. Explain the fouls which can be called on a forward pass. 

8. Explain and demonstrate the hook ri^t and hook left pat- 
terns. ■ ^ ^ r 
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PRI£L: EXECUTION QFUGOlC PASS PATTERN 



n 



V 



v.. 



X 

.X 



, O. 

Figutjir 1, 



X . 

X ' 



0 is the passing'line and "X" is the receivijig line. IJxfc ieceivers 
to left of the jpasscr execute a hook right and the other lirte of 
recovers pcrfopn^a^ hook left. , - . r ^ 

Second D^y ^ / 

1. Running drill: 4on ^ whistle all students run straight ahead, on 
the next^wttistie they run to the right, on next whistle they run 
straight ahead, *and on the next to the left: This pattern is run 

thc-tettgth of the fieldr* - — - 

2. Review passifig and the execution of the hook pass p^ems. 

3. Introduce the square in and scfuare out pass ^atterhs. . . , * 

PASS^PATTERNS ' 




SQUARE OUT 
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^' ^ ?^ Emphtsizc the importance of at least 

two blockcn moving together to form a shield for the passer. 

5. Explain the go or up pass pattern. 

POCKET PASS 




6. 



the quarterback drops hack into the pocket, plants rear foot 
and ^throws a pass to right end, who executes a go or^ pS 

7.* Explain the art of detiching flags and the rules governing the 
wearing and pulling of flags. 

The passer and receivers are located on the endline and the de- 
fenave backs arc positioned on the 20 yard line. The quarter- 
back passes to an end who executes any one of the three pre- 
admg pass patterns. The receiver earns one point by success- 
fully crossing the 20 yard line. The defensive comer backs re- 
. anrc one point if the receiver's flag is detached before crossing 
the 20 yard line. ™-*o 
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GAME: PASS DEFENSE 



@ @ .t 




FigurtA. 



9. Explain centering and discuss the mlcs governing it. Emphasize 
the placement of the ball to the quarterback so it is in the prop- 
er position to be thrown. Demonstrate the hand position of the 
cyiter and the quarterback in order to receive the snap. 

10. Practice centering with a partner. 

11. Explain an end cross pass pattern. Work in groups of six using 
centering, the pocket pass, and the end cross pass pattern, 

third Day' 

1. Warm up using any of the previous drills. * 

2. Demonstrate and explain the punt. Tell the players how the game 
is started, the rules concerning the kick off, scrimmage kick, and 
the fouls occurring on both. 

3. Drill: punt the ball back and forth between partners, 

4. Explain the roll out for the pass and practice it with any of the 
pass patterns learned. 
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ROLL OUT PASS 
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Figures. 

5. Explain the post pass pattern. 

6. DriU: in poups of five the center snaps the ball, the quarterback 
may use the pocket and/or the roU out. and the receiver run a 
post pattern. 



GAME: PASS INTERCEPTION 




t 

20 yards 



Figur«6. 
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7. The receiven 4nay use any pass pattern. The offense scores one 
point for a pass completion. The defense scores one point for a 
pass that is knocked down or deflected, and two points for a pass 
that is intercepted. The passer must release the ball within six 
seconds. ^ . 

Fourth Day 

1. Warm up using any pass pattern: 
• 2. Explain the flag pattern. 

3. Explain the hand off and the rules governing it. Practice the hand 
off in ^oup^ of four, with a center, a quarterbaclc, and two back- 
field players. 

4. Explain and demonstrate the positions of the offense and de- 
fense. 

. S. Explain the two different stances (upright and three point). 

6. Discuss the rules concerning blocking, scrimmage plays, downs, 
illegal sul^titution, dead baU^ out of bounds, personal contact, 
and unsportsmanlike conduct. 

7. Explain and demonstrate the reverse hand off. Practice in groups 
of four. . . 

8. Play a scrimmage game with six offensive and defensive players. 

Fifth Day 

1. Explain and practice a slant in and slant out pass pattern. 

2. Explain and practice a double reverse hand off. 

3. Explain the techniques of officiating and the duties of each 
offidaL 

4. Play a game. 

Sixth Day 

c 1. Warm up by practicing skill test items. < 
.a. Catching— students choose their own quarterback and receive 
five passes while executing a square in or square out pattern. 
The receiver must run at least 10 yards and catch the pass on 
the run. Each catch is worth 2 points, a itouch and drop is 1 
point, and an incomplete pass scores po points;. The final 
score is the total of ip passes. 

b. Punting— each person is given three trials and the best kick is 
scored. One point is given for each 2 yards kicked and 5 ex- 
tra points are awarded for accuracy if the ball lands between 
flags spaced at a specified distance. 

c. Throwing for distance-each person is allowed 3 throws with 
the best one recorded. Each yard passed is worth 1 point. 

2. Review and practice a flag and a post pass pattern. 

3. Explain and practice a bootleg play. 

4. Practice playing and officiating. 
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Seventh Day 

1 . Warm up by practidng the dcill test items, 

2. Explain and practice a pitch out. 

3. Review all the pass patterns. 

4. Play games and emphasize officiating techniques. 

Eighth Da/ * 

1. Warm up by practicing the skill test items. 

2. Explain and practice a quarterback sneak, , 

3. Play games and practice officiating techniques. 
Ninth Day 

1. Warm up using skill test items. 

2. Explain and practice a screen play. 
Z. Practice playing and officiating, i 

Tenth and Eleventh Days ! •! ' ^ 

Skill tests: divide the c||ss so some are playing and officiating while 
the others are being tested* 

Twelfth - Fifteenth Days 

Play the game while students arc being graded on officiating. Each 
student is graded at each official position, therefore, you can o;ily 
grade about eight officials per day. ^ . 

Summary 

You can make various changes in this outline to fit your needs. 
Since my students are in a m^or program, I have had them teach 
vanous plays and drills relative to what has been taught in the pre- 
vious class. At the present time we do not^have sports officiating 
classes so this material is also covered in the technique and theory 
classes. I think it is beneficial to them because they have to study 
the rules thoroughly which giucs them a better understanding of the 
game. 
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Rule Modifications for Coed Flag Football 



' ' THOMAS W.DISON 

. Thomas Disbn received his B.A. degree from the Unt' 
versity of California, Davis and degree in Recreation 
Administration from California State University, Sacramento, 
He is currently assistant director of recreational sports at ^ 
the University offexas at Austin, His responsibilities include' 
^administration of the coed intramural program. 

Coed flag football is an activity that is gaining increasing popu* 
larity among intramural programs around the country. While the ba- 
sic rules of flag football are maintained, certain modifications must 
be implemented to equalize competition. At the same time, 'such 
modifications can provide additional enjoyment and excitement to 
-the activity. Among the rule alterations employed at the University 
of Texas a^e those pertaining to the numl^r of players per team and 
advancement ofLthe balL 



Nrabir of Ptoym Pir TMffl 

While NAGWS rules allow nine playfers per team in women's foot- 
ball, we have settled on six players per team as a good number for 
coed "play. This decision was based on observations during our in- 
augural year of coed football when teams were comprised of ei^t 
members, four men and four ' women. Games seemed to be slow 
with the vast'm^ority of teams gcneratuig little or no offense. For 
the following seasbn^.we decided teams would be limited to three 
men and three women, uifder the assumption that four fewer players 
on the field would open up the opportunity for more offense. The 
six per side combination fulfilled its objective as the scoring output 
of all teams increased tremendously. Since most participants have 
more fun when their team is scoring points, this, development pro- 
duced an enthusiastic atmosphere that was absent during the initial 
year of the sport. 

Advancamaiit Rtstrictioiis 

The purpiose of modifying rules on advancement of the ball is 
to equalize competition and get all participants inyplved'^in the 
game. Many times in coed activities we see. someone dominating 
competition so much that other participants are excluded from 
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play, Recognizmg that women's exposure to participation in foot- « 
ball may> not be as great as men's, we implemented rules to correct 
this discrepancy. At the same tirne^ however, most basic rules of the 
game are followed to avoid the (dominance of either sex. 

Ball advancement modifications are in three primary areas; run- 
ning the ball, the passing game, and punting the balL 

1. Running the ball: advancement of the ball from behind the 
line of scrimmage in coed play is limited to women only. 
However, there are ho advancement restrictions on men once 
they have obtained possession beyond the line of scrimmage. 
This modification has had the effect of involving women in 

^ key offensive positions— any time a team wants to attempt a 
nmning play, a woman must be handling the ball as it passes 
the scriinmage line, i^owever, so as not to upset th^ balance 
of involvement, once the scrimmage has been, penetrated, a 
lateral may be made to either sex who can advance the ball 
without restrictipns- 

2. The passing game: the passer in coed football may be either 
male or female. However, the receivers are restricted by the 
following circumstances, * ~ ' _ 

a. A male passer may only complete passes to female receiv- 
ers. 

b. Female passers may complete forward passes to either sex 
with no* advancement restrictions! (remember, men carmot 
penetrate the line of scrimmage). 

.Again, these modifications offer altenutives to teams that will 
always put both sexes in key offensive roles, and therefore, 
involve everyone in the game. 

3. Punting the ball: a punt can be made by either sex, but ad- 
vancement of the ball from reception of a punt is r^tricted by 
the following circumstances. 

Male punt receivers cannot advance the ball from their 
Hrst point of contact, but may move backwards . or lat- 
erally. / • , 
b. A female pflnt receiver ma^ advance the ball withoi^t re- 
striction in any direction. If, however, she laterals to a male 
teammate, he carmot advance from the point of reception. 
Except for these rule modifications, our coed flag football pro- 
gram remains fakly consistent with NAGWS regulations. Basic rules 
concerning wearing of flags, screen blocking, 20 yard zone markings, 
and use of an intermediate size ball are all maintained in coed play. 

The effect of the rule variations has been to generate a wide open, 
offensive-minded game that differs in many respects, from the style 
of play found in men's and women's football Tea^ are obliged to . 
develop plays and strategies that coiiform to the rules and have done 
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so with a degree of sophistication and ima^nation that makes coed 
football as exciting to watch as play. With these simple alterations, 
flag football can become a successful coed activity that involves all 
team members in every aspect of the game. 
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Flag Footbair Rules 
Adiapted for a Coed Program ' 

\ CAROLTHIEME 

Carol Thieme earned her B.S. degree^^ froth "Springfield 
College, Springfield^ Massachusetts, and her M.A. from the 
University of Colorado, Boulder, She has taught in Yorktown 
Heights, N.Y. and is now the, assistant intramural coordinator 
at the University of Colorado. 

The University of Colorado currently runs a coed flag football 
intramural program during the fall semester each year. Over the past 
few years changes have been made in the rules to better meet the 
needs of the participants. 

Originally the rules w^re similar to those in which a pass must be 
made from behind the line of scrimmage and only one forward pass 
was allowed per down. Also, a team had four downs to advance the 
ball through one 10 yard area on the field J There were no stipula- 
tions about women in team play and often the men seemedto dom- 
inate the game. Consequently revisions have been made to better 
accommodate the coed players. Eight players constitute^ a coed team, 
with four men and four women ih^temating positions. Our game 
consists of two halves with each half consisting of 25 plays. The con- 
version does not count in the allotted 25 plays. 

Adyaadai tbt M 

A series of six downs is allowed to move the length of the field 
to score a touchdown. Failure to score in six downs results in for- 
feiturc of the ball. A pass may be made by any player from any 
point on the field when the ball is in play. Any player is eligible 
to receive a pass, which may be thrown in any direction and in 
any manner. There is no limit to the number of passes during a 
play. Women are allowed to pass to any team member, but men 
may pass only to women, A woman must handle the ball on every 
play in some position other than' center. They may advance the .baU 
as far as possible by ninning. Men,, however, are limited in the ad- 
vancement of the ball. If a man receives the ball behind the line of 
scrimmage, he can advance the ball no farther than ten yards beyond 
the line of scrimmage before he must pass to a woman or the play 
stops. However, if a man receives a pass across the Ime of scrimmage, 
he may advance the ball as far as possible. On an incomplete pass ^e 
ball is dead and is put in play at the point from, which the pass was 
attempted. 
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There is no physical bloclcing allowed. The offensive player must 
stand fast and the defensive player must go around. Players may 
block by body position only; arms may not be used in screening 
other players. ^ 

Ptayifi|tbtGanif 

The^ offensive team has 25 seconds to put the ball in play. The 
defensive team must line up three yards from the line of scrimmage 
until the ball is snapped: On the ^ixthPdown the offense has the op- 
tion to run the play or punt the ball. They must tell the officials and 
Uie defensive team which option they^have selected. 

The person making an interception or returning a punt may ad- 
vance the ball as far as possible and may pass the baS. 

Scoring 

A touchdown counts six points plus one point after the touch- 
down if the ball is run across the goal. Two points are awa-ded if the 
ball is passed for a conversion, and two points are awarded for a 
safety.* If a woman receives or throws a touchdown pass or runs with 
the ball for a touchdown it counts nine points. For the conversion 
the ball is spott.cd on. the five yard line (the defense still must line 
up three yards from the line of scrimmage). 

These changes from the more conventional flag football rules 
have been made for a variety of reasons. Passing from anywhere on 
the iield makes a much more, open game and involves more people. 
In the past, the quarterback, halfbacks, and ends were much more 
involved in the game action and the rest of the players seldom hand- 
led the ball. It was found with open passing that more people can 
handle the ball and actually take an active part in the game. Before, 
the defense would tend to converge on the ball .carrier or eligible 
pass receivers; however, with an open passing gaine the players 
spread out to cover all the potential receivers. ' 

With no blocking, there was a rush on the quarterback making it 
difficult for a pass play: This problem has been alleviated by moving 
the defense back three yards from the line of scrimmage, giving more 
time for a play to develop. Likewise, not everyone can go after tjie 
person with the ball because this would leave the field wide open for 
multiple passes. 

Previously, on many teams the men were dominating play. This ^ 
has been changed by the point differentiation in scoring touch- 
downs, and the riile involving women in every play: The game be- 
comes more of a team game as all playei? become more equally in- .\ 
volved. Alternating positions also equalizes play in that power plays^ ' 
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become more difficult to execute. Using eight players on a side gives 
each tfeam an equal number of men and women and also allows more 
people to play. 

Six downs, to move the length of the field are used because the 
openness of the game means more yardage gains during play. It 
would be too easy to score a touchdown if downs started over every 
time there was a 10 yard gain. 

pur present rules are different from the regulation rules, but they 
scerti to be working well for us. The rule adaptations evolved from 
input by the participants and supervisors. Other minimal changes 
may be made in the rules as the needs of the participants change. 

For a complete copy of the coed flag football rules used at the 
University of Colorado, send a self, addressed stamped envelope, to: 
Carol Thieme, Student Recreation Center, University of Colorado, 
Boulder, Colorado 80303. * 
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A Passing Game 

FflANCES TOMUN DUOENHOEFFER 

Coordinator for the Division for Intramural-Recreational 
• Sports at New Mexico State University in Las CruceSy New 
Mexico. V 

Flag football is by nature a passing game yet it is rare to see the 
pass used effectively in women's games. The players appear to under- 
stand the value of the pass but, they lack skiU in throwing antfcatch-^ 
ing the footbaUr Girls and women are still not being tau^t these ba- 
sic skills in their physical education classes. Perhaps this lack, of 
instruction can be attributed to the woman teacher's own inexperi- 
ence. After all, girls Jiave not, until recent yea]rs,'had much reason to 
play fcMptball. V • -. - > - 

There, are many opinions about hdw td throw ar football and this 
can be confusing, so here are a few pointers that may help. ' 

1. Use the. proper sized ball. Most girls and women do not have 
• - hands sized for regulation balls; The junior f6otball is best. 

2. Grasp the ball towar,d one end with the fingertips on the lacing. 

3. Using proper body position, bring the ball past the ear with^the 
elbow up and proceed as in any other throw. 

4. For a spiral, snap the wrist on release and allow the ball to roll 
off the fingers. . 

5. Remember to adjust body rotation and backswing of the ball to 
the distance the ball is to be thrown. Short, quick passes are often , 
more effective than the long "bomb" pass. 

6. Aim the throw slightly ahead of the recover. 

Another pass to develop is the lateral— a.two-handed toss at waist 
height to a trailing, teammate. It can be.m»de anywhere on the field 
by any player. An interesting offensivej^strategy is a short pass from 
the quarterback with the receiver imme?diately lateralliny-the ball 
directly back to the quarterback. . » " ' 

The ability to catch the baU is as important as the pas3: Two fac- 
tors must be emphasized-receipt of the ball and beihgin thie nght 
place at, the right time. The catch is best when mad$ on Jtjie rim. This 
will require good timing and clear understanding pf the patterns to 
bc\uo. That means practide. The catch itself is made by: turning 
slightly toward the passer while still on the run; reaching for the ball 
but'Jceeping the elbows slightly flexed; receiving the^ ball, with both 
„ hands, "jdsing the fmge'rs to control the ball; on donJact^ pulling . the 
'ball. into, the body and continuing to run. When {Jassifig plays are 
:'conVbir>ed'. witli. the options for the qfifonse are in- 
; creased ^pffensiye* stj;^gy becomes less predictable to' t^e defense, 
•;ind fiKtH(Jowns'b6giai<^ mult^^^ . 

i<> . ' ^ NAGWS FLAG FOOTBALL-SPEEDBi^LVGUIDE 



; ; - ' Rag Foottiali Visui^'Ai^ 

CompiledJjy ANNIE UE JONES and 
■ ^ : . JOWALD^iflAN 

Loop Film ' , - 

BFA Educational Media. Super 8mm loop- polor. Pilms on football 
. skills. Distributor: BFA Educational Media, 22T1 Michigan Ave., 
Santa Monica, California 90404 ' : . 

'16mmRlm > ' • • 

■Waldman, Jo. 20 min.,.s9und oh cassette, 1973. Rent^' $1^^ 

Waldman, 1 797 * Niobe Aye., ' Anaheim, C^fomia 
c r. T""^" portion of this master's^ thesis prjojeot available 
from CaUfornia State Univer^ty Inte^libraii Loan^ LQAg Beach, 

V (Joliionua 9090.1 , . t .« . . ' >. ^* 

Slide-Tape ' ■ ^ \- . ' ' y.. , ^ \-''y:\[ ^ 

Raynor, Dianne M. Designed for juniof hi^ school^ levd/ Color ^ 
sUdes with 20 minute tape narration oa cassette. Covers basic-.' - 
' skiHs as well as ru^es. 197^ NAGWS Guide: Distributor: Dianiie -'- 
M. Raynor, . 1625 Brentwood C<iurt, Modesto, California 95350 ' • 
ae* ' ^ee:^510 ' / /• * 



EibdrtSonal Resoorcas Inf onnition Cehtar (ERIC) 

: Microfilm ".^ ; * • :, 

King, Kathy. Girls Touch Football, Physical Education Authorized 
Course of Instruction for the Quinmaster Program. Dade County' 
Public Schools, Miami, Horida. 1971 ERIC Document Repro^ 
duction Service, ED 095-1 13. 
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OFFICIAL FLAG FOOTBALL RULES FOR 
GIRLS AND WOMEN 

The Game 

Not^: Changes ahd/or additions have been indicated liy shading. 

Flag football is a game played by two teams of nine players each. 
The object of the game is to score touchdowns by nmningor passing 
the ball over the opponent's goal line. 

^ RULE 1. PLAYING FIELD AND EQUIPMENT 

Sec. 1 The official field shall be a rectangular area 100 yards long 
and 50 yards wide. The long lines shall be called sidelines and 
the shorter lines endlines. 

Sec. 2 The goal lines on an official size field shall be lOyards'from 
the endlines. 

Sec. 3 The fi eld shall be divided into^BS equal zones IfiHI 
. &SS^ The center line shall be marked in the center of the 

field and the two quarter lines shall be marked equidistant 

from the center line and the goal lines. 
Sec. 4 Conversion lines shall be marked 3 yards from each goal line 

equidistant from each sideline. 

Sec. 5 Inbound lines shall be broken lines drawn 1 5 yards from and 

parallel to each sideline. 
Sec. 6 Equipment 

a. The ball shall be an intermediate size football. 

b. Two flags must be vrt^m by each player. Flags for each 
team shall be of contrasting color and shall be worn on 
eafch side of the body hanging freely from the waist in 
such a manner that they may be- easily detached when 
pulled by an opponent. Flags shall be 3 in^es wide and 
44-20 inches long. 

Ql . May a player attach pne of her fla^ in front and the other 
at her back? 

.A. No. The flags must be worn on each side of her body. 

c. There shall be a down marker with down numbers on it 
which is placed or held on the sideline opposite the line 
of scrimmage to indicate the down. 

d. There shall be a clearly visdble marker which indicates 
where a scries of downs begins. ^/ ^ 

RULE 2. OFFlPji^S- ■ V; 

Sec. 1 The basic officials for a gaiiie; shall be. a- referee, umpire,, 
linesman, field judge, ^and 'S^C)r*ekeepeR^(Spe signals, outside 
back cover.) .. - 
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RuleZ Officials 



_ Ql/ May more than the specified number of officials be used 
in a game? ^ 
A. Yes. The- five listed are conSdered a minimum; other 
officials, such as an additional linesman, may be used if 
the^ are available. 
Sec. 2 General Infomution 

a. Each official should cany a red handkerchief and drop it 
whenever an infraction of the rules occurs. 

b. Each official should know and use the. proper arm signals. 

c. The offici als may remove any i^yer from the game for 
unsportsmaiilike conduct and/or nmnecessary roughness 
without prior warning. , 

d. The officials sfyaH decide what procedure should be fol- 
lowed in the event, that a situation not covered by these 
rules should arise. 

Sec 3 The referee shall: 

a. Be the official in charge of the game. 

b. Prior to the game: 

1. Inspect the playing field to see that it is safe and prop- 
crly marked. 

2. Approve the game balL 

3. Call the team captains together for the coin tc^ and 
explanation of any ground rules. 

4. Place the baU on the quarter line and signal the start of 
the game. 

c During the game: 

1 . Administer all penalties. 

2. Explain to the captain any ot)tion to which she may be 
entitled following a foul. " 

3. After sxispension of play, place' the ball where play is 
to resiune, announce down and indicate by arm signal 
that the ball is ready for play. 

4. Signal time-out when necessary. 

5. AKimie a position behind the offensive team during 
play. Watch the play near^he ball 

6. Indicate all first downs and scores by the appropriate 
armsignaL 

d. After the game: . * 

1. Sign the scorebook and announce winner of the game. 
Sec 4 The umpire ^iuD: 

a. Assist the referee in calling fouls and making decisions 

when requested. 
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Rule 3. Playen 



b. Assume^ a position behind the defensive team. Watch the 
line of scrimmage for fouls until ball is centered. 

c. Call rules infraction on down field piay- 

d. See that timin g devices are in order and that the scorer 
^dlBHBIunderstand their duties. . 

Sec 5 The linesman shall: 

a. Keep ,an accurate cojint of downs and shall move the 
down marker at the-feferee's signaL 

b. Page off the 3 yard neutral zone and indicate the restrain- 
ing line by his position. 

. c. Watch the line of scrimmage for offsides and any illegal 
motion prior to the centering of the ball, 
d. Time the 25-sccond count. 
Sec. 6 The Held judge shall: 

a. Be provided with a whistle, a clock and a stopwatch. 

1. The dock shall 6c used to time the game., 

2. The stopwatch shall be used to time the time-outs. 

b. Sound whistle to indicate end of each quarter. 

c. Start and stop watch at the referee's signal. 

d. Be prepared to call down-field fouls. 

e. Assume a position on the opposite side of the field from 
f the linesman. 

Sec. 7 The ^corekeeper shall: 

a. Record the names of players and substitutes for each team. 

b. Keep accurate account of all points scored and all first # 
downs earned by each team. * ^ 

- RULE 3. PLAYERS 

Sec 1 TheT^ams 

a. Players and Positions 

LA team shall consist of nine players and any number 
of siibstitutes. A team must have at least nine players 
to start the game. If a team has no substitutes and a 
player is disqualified, the team must play short. If at 
any time soinany players arc disqualified that the team 
has less than seven players available, that team must de- 
fault the game. 

2J 
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Rule 4. Definition of Terms 



3*. The defensive team shall line up in any fashion so that 
no player is closer than S yards. 

b. The Captains- 

1. Each team shall have a captain on the playing* Held at 
all times. 

Must a substitute report .to scorer and umpire when enter- 
ing the game? 

No. Provided that the player*s name is entered on the of- 
Hdal scoresheet, she may enter the game without report- 
ing to an ofndal. 

2. The captain or coach shall furnish the scorekeeper with 
the names of all players and substitutes at least two 
minutes prior to the start of the game. 

3. The captain shall be the representative of her team jn ^ 
deciding whether to accept or decline penalties. 

4. The captain may address an official only^on matters of 
inteipretation or to obtain essential information. 

c. Substitutes ' ' 

1. Substitutes may enter the gaW any time the ball is 
. dead. . . 
^/-2. A player may substitute any numbeAof times. 

3. A player who is disqualiHed shall not reenter the game. 



RULE 4. DEFINITION OF TERMS 




a. A game is considered defaulted when a team fails: 

1 . To appear for a scheduled game. e 

2. To be ready for play within 15 minutes after the time the - 



game is scheduled to begin. ^ . 

_ 3. To be ready for play within 1 minij^^t the beginni^ig <^f . 
the second half or after ti,me-but hijjbeen taken f o^ anyi 
* i reason. . • .* , • . 

' ' 4. To play after being instructed to do. so by the referee/ ^ - - 
5. To have nine players to 'itart play and at least seVeii.to 
continue play. ' v 'v:'*^ 

b. Score of the defaulted game.^ If the game is in progress the ^ 
score stands at the pbint of termination of the game if the de- 
faulting team is losing. If the team which must default is win- 
ning at that time the score shall be 2-0. 
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Disqualifying foul— Unnecessary roughness or unsportsmanlike con* 

duct for which a player is removed from the game. 
Down— A unit of the game which starts with the centering of the ball . 

and ends when the ball is declared dead. 
End Zone-The area between the goal line and the end line. 
Flag Guarding— Any player using hands, arms, clothing, orMficiHHfe 

spinning to prevent a player from puUing flag, shall be penalized 

15 yards and loss of down. - ' 

Forward Pass- A pass thrown by any player from behind the line of 

scrimmage toward the opponent's goal line. 
Fumble— Failure of a player to retain possession of the ball while 

running or while attempting to receive a kick, center, hand-off or 

lateral pass. 

Hand-Off— Handing the ball forward behind the scrimmage line to a 
backfield player; handing the ball in front of the scrimmage line 
to a teammate who is either parallel to or behind the ball parrier. 
Ql. After receiving the center. snap may the, quarterback hand the 

ball forward to a line player? 
A. No. A ball handed forward behind the line of scrimmage may 

be handed only to a backfield player. 
Huddle- Players conferring between downs. 

Kick-off— A punt or place kick from ow n quarter lin e at the begin- 
ning of each half and after each try forgH^^HIor safety. 
Lateral Pass- A pass that is thrown sideways or back toward the 
passer's own goal. 
Ql. Is the ball -which ii passed parallel to the goal line considered a 
lateral pass? 

A. Yes. A legal lateral may be thrown sideways or back toward 
the passer's own goal line. 

■ Can a lateral pass be thrown in front of the line of scrimmage? 
.Yes. A le^ lateral pass may be thrown anywhere on the play- 
ing field. 

Line Player— Offensive line player shall be those lined up not more 
than one yard behind the line of scrimmage. 

Line of Scrimmager-Offense: An imaginary line drawn from the 
front tip of the ball and parallel to the end line. Defense: A line 
three yards from and parallel to the offensive scrimmage line. 

Neutral Zone— A 3-yard area separating the defensive team from the 
line of scrimmage until the ball is centered. 

Own Goal— The goal that the team is defending. 

Pass Interference— An act in which a player pushes, bumps, removes 
a flag or holds an opponent to prevent her from catching or 
intercepting a pass after the ball has left the hands of the passer. 
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Rule 5. Scoring and tiirrifhg 



Personal Contact-Any body contact between opponents. Use of 
hands and anns by pushing, holding shall be personal contact. 

Snapping-Handing or passing the ball back from its position on the 
ground with a quick and continuous motion of the hand or 
hands. 



Ql. Can a player make two or more consecutive spins to avoid hav- 
ing a'^g removed? 
A. No. A player cannot make more than one revolution or spin. 
Two or more revolutions are considered excessive spinning 
and the player is penalized 15 yards and loss of down. 
Tpuchback-A kick-off or punt that is fumbled or lands in the end 
zone provided the impetus which sent it across the end line was 
given by the opponents. A player may catch a kicked ball in her 

Ql. .Is it still considered a touchback when the player who catcHes 
. the kicked ball» runs out of the end zone and then returns 
i Mid downs the bail? 
; A. No. Onqe the ball is carried out of the end tont it is consid- 
e^d-'in.play. A player may . not legally return to her end zone 
and do^yn the ball. A safety is automatically awarded for this 
infraction. . 



RULE S.-JSCOFONG AIW TIMING 



Touchdown 
Successful Conversion 
Run 
Pass 
Safet 



Sec 



afefifr 



6 points , 

1 point , 

2 points 
2 points 



- AJ^chdown i& made when a runner carries the ball acrossjhe 

- gojd.iiie or a pass is completed in^the end zone. 

b. A-trpmrefjBipn is attempted after a touchdown is scored. A team is 
giveft^ljc scrimmage play from the 3-yard conversion line to 
complete a pass in the end zone or can^the ball over the goal 
line. . ; 

QL Is ^jM5^^ught behind the endline considered a completed 
« : passm-/ 

* ' ■ 
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Rule 5. iScoring and Timing 

A. No. Pass must be caught in the end zone (Section 1 above, a 




Sec. 2 Length of Game 

a. The game shall consist of four 10-minute quarters with 2 minutes 
between quarters and 10 minutes between halves. ' 

1 . No quarter shall end until ball is dead. In case of a touchdown 
made on the last play of a quarter, the try for point shall be 
allowed. 

2. If a foul is committed by the offensive team on the last play of 
a period, the quarter is ended. If a ioul is committed by the 
defensive team on the last play of a pefiod, the offensive cap- 
tain shall exercise her options before- the teams change goals. 
If she chooses to accept the penalty, the down is replayed 
immediately.. If she declinds the penalty, the quarter is com- 
pleted. . ^ 

Sec. 3 Tie Game 

a. If the score is tied at the end of regulation play, the' team wiRi 
the greatest number of total first downs is declared the >yinner. If 
the number of earned first downs is the same, the referee shall 
toss a coin and the winning captain shall have the option of 
choosing goal or putting the ball in play from scrimmage from the 
center line. Each team sjiall have four consecutive downs and the 
winner shall be the team gaining the greater yardage during those 
downs. 

Ql. If a team receives a first down as a result of a penalty, does 

this count as part of the 4 downs in determining the winner of 

a tie game? . * 
A. Yes. The down counts as part of the 4 ,downs, but it is the 

total yardage gained which determines the winner. 
Q2. If a team receives a first down as ^ result of a penalty, does 

this down count in deciding the winner of a tie game? 
A. Yes. This is considered in the total downs earned.. 
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Rule 6, The Game ^ / 

Q3. If a team scores a touchdown on the first of their 4 consecu- 
tive downs in a tie game, do they complete the remaining 3 
downs? * 
^ A. Yes. The winning team shall be the team' gaining the greater 
yardage during those doWns. It is possible that each team 
might score a touchdown before their'4 downs are used. 

Q4. If a team intercepts a pass during the scries of 4 downs in a 
tied game playoff, docs the team that made the pass still 
complete their scries of downs? 

A. No. The intercepting team starts their scries at the center line, 
or wins the game if they have already gained more yardage. 
Sec. 4 TimcyOuts ■ ' ^ 

a. Team Ti^e Outs , 

1 . Any player may request a team time out when the ball is dead. 

2. Each team may have two time outs each half. 

3. Team time outs shall be 2 minutes in length. 

b. Official's Time Oiit _ ' 

1. Time out shall be taken for the following without time being 
charged to either team:- 

a. For injury to a player: 

b. After a touchdown, safety or touchback. 

c. When the ball goes out-of-bounds. 

d. For all fouls.. 

c. During a try forp^B|^H 

f. Any other occasior^eemea necessary by the officials. ' - 

Sec. 5 Time in shall be taken when the referee signals ball is ready 
for play. 

RULE 6. THE GAME 
Sec. 1 Start of the Game - 

a. Each half shall start with a kick-off. Prior to the start of the game 
the referee shall toss a coin. The winning captain has the choice 
of ( 1) goal, or (2) kicking or receiving. The losing captain has the 
remaining choice. 
3 1 . At the. beginning of the second half the privileges shall be re- 
versed. 

2. Goals shall be exchanged at the beginning of each quarter. At 
the beginning of the second and fourth quarters the ball shall 

^ be placed in a position, at the opposite end of the field, corres- . 
ponding to where it was located at the'end of the preceding 
quarter. The down and distance to be gained shall remain the 
same. 
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Rule 6. The Geme 



Sea J.Kick-Off s . 

•jt: : Tge ball shall be put in play with a puiit or place kick at the bc- 

-^iimng of each half and after try forH|^H| or safety. 
■ bV- Any player may kick the ball from anywhere behin d own quarter 
: ;line, ■■■■I^H^^^g^^mggm^^^g 

iy^r^'^^ kicking team must remain behind its quarter line until 
•X' the ball is kicked. ' J . 

;> 2. The receiving team must'reitiain behind the center iine ^htll 
•• '..-B the ball is.kicked. ^ v , ' " 

C When a Wck-off is cao^.in the field or end zone, the receiVer 
. .. -may run, hand-off or throw a lateral pass, the baU remains in 
play until the baU carrier's flag is pulled or ball is declared dead 
by an official. ^Thc point at which the ball was declared dead 
becomes the line of scrimmage! 

d. When a kick-off is fumbled in or landsl In the end zone, it is a 
touchback and the receiving team shall 'start their scries of downs 
on Its own quarter line. A player may^^ch the ball in the end 
zone and ground it. . ' ' • 

A kick receiver attempting to catch the ball,on the one yard 
line, fumbles it and it Ijits theground in the end zoaeVCah she 
pick the b^iU u^ ^pdy^n-with it? ' * '-^r-^J^V- 

A. No; The t^al^^bjecbmes dead at the spot where it touched the 
ground. If ^^Id be considered a touchback and play would 
start on the qiiisiter-line. ' . 

e. On a kick-off if the -l^U lands inboun^k beyond the'c^nfer line it 
is declared dead and i^ut in play by the^reeeiving teaJn at the spot 
where it first touched the ground. ^ ' ' 

f. On any kickroff, if the ball is Jumbled b>^e receiving team it-is' 
^ dead and play begin§ from the, spot where the ball touched the 

ground. 

g. On a kick-off which does not p-oss the center line, the receiving 
team has the option "of having the kick repeated or putting the 
ball m play on the center line. 

h. If the ball goes out of bounds at the side line, the receiving team 
^ has the choice of putting the ball in play on the inbound^e 
. opposite the spot where it went out of bounds or hayifig the 

kick^ff repeated. "j . 

Sec. 3 Scrinmage Play % 

a. Line-up « 

1. The offensive team must be behind the line of scrimmage ynlij 
the ball is centered; the defensive team must be 3 yards away 
from the line of scrimmage when the ball is<:entered. 
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2. Before the ball is centered, the offensive team must have been 
moGonless except one backfield player who may be in motion 




3. The offenSve team may not have -moi«\ than foOr players in 
the backfield. ^1 * : ' 

b. Centering the Ball v " ' 

1. The ball must be centered within 25 secojiij^f^er'the 'ball has 
been declared ready for play by the referee.' 

2. The ball must be centered from the groufid in one continuous 
motion between the feet of the center. • 

3. The ball may be centered to any backfield player. 

4. If the ball touches the ground after it has; been centered it is a 
dead ball. The next down starts from the spot where tjie ball 
first touched the ground. If on 4th down, the opposing team 
starts its series of downs at that spot. 

Sec. 4 Downs ^ . ' ' 

a. Upon gaining posses sion of t he ball a team sHaH have four downs 

- tp advance the ball H^lj^or score. . .. - 

1.' if a', team idvancesthe ball ^ yMMWEf a firstjiiown is earned. 
'/&id^a. new series'of downs begins. 




^3.-^If a tesm I6se5'yjardage,'.the ori^al line of scrimmage must Jbe 
^ crossed to 6htain a'fiystdbwn. 
Sec. 5 Scrimmage Kick / 

a. A team may punt on any down but must announce the punt to, ; 
the referee before the ball is centered. 

Any backfield player may punt or place kick after receiving the 
ball from the center. 

Neither team may cross the line of scrimmage. until the ball has. 
been kicked. ? 

Each team must .ftaye^at least three players on the line of scrim- 
mage when the ball is kicked. . 
The receiver may run with the ball, hand-off, or lateral.^ 
If the ball goes out-of-bounds at the side line it is dSad and the 
next series of downs starts from the inbound line'^pp^ite that 
spot. v> y. *]\ I' 

g. The ball is dead on the spot if a member* of the Kicking team 
touches the ball before it has been touched by a member of the 
•^^N . receiving team. "' ^ .^ 
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>^ If the'baD^is fum^ in or lands in the ehd zone or goes over the 
e nd lirie^' the rece iving team starts its series of downs on itsB 

•L If thtr ball cdmcs to rest inbounds without being touched by a 
player on the receiving team, the baU is declared dead and play 
starts from the spot where the ball first touched the ground. ' 
QL If -the ^all oon\cs to rest inbounds without^ being touched fol- 
' lowiixg a scrihimage kick, does "the play start' where the ball 

, . ftrstjrpuched the ground or where it came. to rcssf? 
A. In all; cases of kicks, the ball is dead at the spot where it first 
-touched the ground, and play begins from that spot, 
j. A baU fumbled by the receiving team -ball is dead imd the ball is 
taken - oyer by the receiving team at, the spot where it first 
touched, the ground. , 
Sec.6 OffensiVe^Piay ' 

a. The baD carrier may run in any idirection until the ball is declared 
dead.- ; '"j.- \'] ' ' . 

b. The ball carrier may use any number, of lateral passes or hand-offs 
anywlpere on the field: 

,1. Forward hand-offs made behind the scrimmage line, may be 

made only. to backfield players. ^ . 

2. Hand-offs in front o"f the scrimmage line^, must be made to a 
' teammate who is parallertp pr behind the ball carrier. 
Qi. May the offensive team use more than one lateral or one 
* * hand off during a down? ;■ 

A. Yes. Any number laMaterdis, handoffs or combinations oif -the . 
two jn^ be used during the same down. ^ 
;C. /A-..forward pas^ may be ' only from behind the line of ' 

' : : scHmmage to any j)lay&r on.the offensive team. 
. 01: 'What players ar^ eligible to receive a forward pass? 
• A.. Ahy phyer may j^^ a forward or lateral pass, . . 
. • 1. If the pass goes outKif-bounds or is not caught it is incomplete 
■ .and the. next; down is takea from the last liije-<3f:icrimmage. If 
this occurs on a ifourth down p}.ay.,-,t4je ojgpbsing team starts its 
. series of cto.wns from the same spcrt.-' 

2. If <wo, opponents catch a pass simultaneously, the ball is dead 

■ ■\ , and belongs to the team which put the ball in play. The next: 
'down begins at the spot where the simultaneous catch 
. occ>irred. ' . 

3. A pass is Considered complete' if a play er catch es the ball with 
-^nr fnht inli'niinit- ihit tlir ri trp iiii I'li IMBItftlifTr llii liin . 

d. A pUyer whp int^rcep^ a^ may ground 
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Riila 6. The Gama 

* . • l. . ■ 

the ball, resulting in a touchbaclc; or she may attempt to run the . 

ball omt of the end zone.' ^ 
Ql. May a player who intercepts a ball in the field, or in her^^end 
< zotte run with it? 

A. Ye^. A bajl intercepted in the field is considered in play. A balT 
intercepted in the end zone gives this player the option of. 
grounding tl>e ball, for a touchback, or attemeting.to run the 
ball put of the end zone. , - ' ' 



1. Players may block by virtue of body position only. No playe^ 

may* use her arms in blocking. . * 

2^, Blocking for a ball carrier on a running play is provided 
there are no more than two teammates blocking at cfne time,- 
, regardless of field position. 
Sec. 7 D'fefensivc Play _ . ; . . * ' 

a. A defensive player does ^fg^ have to have one or both feet in ix>n- 
tact with the ground ^hen detaching a flag. After the flag ik- 
nulled, the ball is dead anid the next down starts from the spot. " \ 
Is it a" penalty if a player accidehtally slips or falls when at- 
tempting to remove the ball carrier's flag? 
A. No. It is not a penalty if ^ player slips or falls to her knees; ^ 
however, if the player, *in the judgment^of the oTficial, d^*^ 
' libcr^tely dives or lunges at the ball carrier a 15 /ard. penalty < 
is assessed. ' . „ ' . 

The flag must be pulled without pushing, holding or hitting the- 
ball carrier. : * • ' ^. 

c. . The carrier may hot use her* hands or^arms in any manner to 

preveivtnerfla;g;:fr6m Being pulled.- * , • ^ • " • 

TScc. 8 Dead BalL Tbe Ball is Dead: : . o » 
a. Any time the . ball carrier touches the "ground w^th any part of her 
body other than her feet and hands. ^ 
' b. When the ball carrier has a flag pulled. " - :• . " 
. 'c. Following a touchdown,' try for pr>int l ^j^'jj j ^B^g fl g glj safety, ' 
or touchback. . " * ^ • • 

d. When the ball goes out of bounds or when a player in possession 
. of the ball steps on or over a boundary line. 

e. When a scrimmage kick hits the ground. ' ■'^ 

f. } On-a kick-off, when the ball touches the ground- . */ 

g. On an incomplete forward pass. , ^ 

h. "Wheiv a player of the kicking team" touches a scrimrnage kick 
before a member oT the receiving tea^. ' • 

L When a sim,ultaneous catch occurs. •» «» 

• j. Whe'n fumbled ball toucljes the ground. . * , ' 

56 ' NAGWS FLAO FOOTBALL-SPEEDBALi. GUIDE 



■5; 



Ru«e7. Pouts and Penalties 




Sec. 9 Out'Of-Boiinds . * ^ 

* ^J^^u ^""^ °^ ballcarrier'touches or goes over the side line 
the ball IS put in play on the inbound line, opposite the spot at 
which the out-of-bounds play occurred 
b. A f orward piss that is caught out^f-bounds or o^er tlte end line 
,5: ^ constitutes a down. ^-4 

9iW{ 

RULE 7. FOULS AND PBNAUlis^ 

A foul j|;any infringement of the rules which results in loss of 
yarda^y, The^captain of the offended team has the opUon of-ac- 
ceptint or decUnmg any penalty, whichever is to her^eam's best 
mtere.it. If the penalty 15 decUnfd, the number 6f the next down is 
the.5ame.as if the. foul had not occurred. Whenever the pcnaTty is 
^eater than the distance to the. goal line, the .penalty shaU be half 
that remaining distance. 

Sec. 1 Fouls occurring on the kick-off 

a. Any member of the' kicking team crossing the quarter line before 
the ball is kicked. 

Penalty: Kick is repeated from 5 yards behind the quarter Une or 
tirst down where the ball was declared dead. 

the. ball is kicked'. % 
Penalty: Kick is repeated from 5 yards in front of the quailer line 
or Iirst down where' ball was declared dead, 
c. Any member of the recmfiMMMOD stMnpfiiit to flfas^do^^* 
kicked balL-V •'—•'T'. . 

' Penalty; An automatic safely is Mrtftfed tlie loGkiDgteaiiL 

"Sec. 2 Fouls occurring as or before ball is centered 

a. Failure to cepter ball within 25 seconds. 

b. A false, start ^by the center Ufting the ball completely^rom the 
ground before ceatering or failing to center the ball between her 

teet. " \ : 

c. The offt^Ttsive team crossing the scrimmage line or the defensive 
team entering the neutral zone-before the balf is snapp^y 

I^"'"^, °^ ^^^^^^ the offensive team, other than one back- 
field player in motion, to be motionless as the baU is centered- 
Penalty.: Fo^ a. b, c, d; loss of 5 yards. Dowri remains the same. 
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Sec 3 Foals occurring on scrimmage kick 

% Fflure of team to announce punt tb referee. . 

Penalty! Loss of 5 yards and kick repeated or first down for 
opposing team at the spot where ball Was declared dead. 

b. member of kicking team crossing line of scrimmage or any 
i^ nfcmbcr of receiving team entering the neutral zone before the 
ball is kicked. 

""c. Less than three players from either team on the line df scrimmage 

^ ^en the ball is kicked.,' 

Penalty: For b and c; loss of 5 yards from the spot where the ball 

was declared dead, after the kick. 

t- 

^Sec 4 Forward Pass 

W If the opposing team intercepts an illegal pass, play continues 
until the ball is declared dead. The captain of the intercepting team 
has the option of retaining possession and starting with a first d^ul 
from the spoHfcrhere the ball was declared dead or of acceptinOTTe 
^nalty. ^ 
^ A player throws a forward pass after crossing the line of^scrim- 
mage. \ * 

b» A passer intentionally grounds a pass. 

Penalty: For a and b; loss of 5 yards from line of scrimmage. 
Down advances. 

» c. A player throws a forward pass after catching the ball on a 
kick-off or scrimm*age kick or after intercepting or catching a 
pass. • . ' . • 4 

, Penalty^-Loss-of S y ards f rom t he sp o t wher e t h e illegal p ass w as- 

I thrown. 

d. A player interferes with another player who is attempting to 
catch (St intercept a forward pass. 
Penalty: , 

1. If the passing team interferes with an opponent intercepting a 
pass, loss of is yards from line of scrimmage. Down advances 

2. If the defensive team interferes, the offensive team is awarded 
a first down at the spot of the foul. 

Sec 5 Defaying of Game 

a. Unnecessarily continuing play after the ball has become dead. 
Offensively and/or defjensively. 

Perialty;. Loss of 5 yards from spot where ball was declared dead. 
/ Down remaliis same. • 

b. Falling on the balL _ ^ . ^ " 

Penalty: Loss of 15 yards from line of scrimmage. Down remains 
» same. * 
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c. Delaying the game unnecessarily in any other inanner. 

Penalty: Loss of 5 yards. Down remains same. 
Sec. 6 Illegal wearing or pulling of flags 

a. Wearing flags illegally. 

Penalty; Loss of 5 yards from spot of foul. Down advances. 

b. Ball carrier using, her hands or clothing to hide or prevent oppo- 
nent from pulling her flag. Loss of down and 15 yards. 

c^. Pushing, holdiiui^o fitting the ball carrier while pulling her flag. 



Sec. 7 Illegal hand-off 

a. The ball is handed forward in front of the scrimmage line. 

b. A backfield player hands the ball forward to a line player. 
Penalty: For a and b: Loss of 5 yards from spot of foul. Down 
advances. " . 

Sec. S lUegal Substitution ^ ^ 

a. A substitute entering the' game before the ball has been declared.' 
dead. 

b. A team has more than, nine players on the field when ball is put in 

Pia y.^^ ^ , % 

Penalty: For a and b; loss of 5 yards from scrimmage line. Down 
remains the same. 

c. A disqualified player reenters the game. 

Penalty: Loss of 15 yards. Down remains the same. Player re- 
moyedjirom game. 

a. A playeFmay not use her arms to block. 

Penalty: Loss of 5 yards from spot of foul, Down advances if 
committed by offensive team. Down remains the same if de- 
fensive team fouled. 

b. More than two players blocking for ball carrier. 

Penalty: Loss of 5 yards from spot of foul. Down advances. 
Sec. 10 Personal Contact 

a. There shall be no personal contact between players. 

Penalty: Loss of 15 yards from spot of foul. Down advances if 
committed by offensive team. Down remains the same if com- 
mitted by the defensive team. 

OFFICIAL FLAG FOOTBALL RULES>^QR GIRLS AND WOMEN 59 

0 



Rule 7. Fouls and Penalties 



Ql. Docs the player with the ball have the right-of-way in terms of 

field ninning? . 
A. Yes. However, she cannot run down a stationary player. A 
player moving to intercept a runner and pull Hags cannot move 
into the path of ball carrier. The calling of personal contact 
fouls must often be left to the discretion of the official as to 
which player is at fault, 
b. Unnecessarivoughness. 

Penalty: Immediate disqu alification of player. Loss of 15 yards 
■■^■■■■■H^H Down advances if committed by offen- 
sive team. Down remains the same if committed by defensive 
team. 

Sec. 11 Unsportsmanlike Conduct 

a. A player or coach using abusive or insulting language. 

b. Disputing or arguing with officials over a decision. 

Penalty: Loss of 15 yards B^^B^BH^HH^B Down advances 
/ if committed by offensive team. Down remains the same if com- 
mitted by defensive team. Flagrant offender should be disquali- 
fied. 

Sec 12 Double and Multiple Fouls 

a. A double foul occurs when both teams commit a foul during the 
same down. 

Penalty: The two fouls cancel each other. The down is replayed. 

b. Multiple fouls occur when two or more fouls are charged against 
the same team. Only one penalty may be enforced. The captain 

of the offended team may choose either penalty or decline both. 




INTERPRETATIONS 
Questions on interpretation of the rules should include a 
stamped, self-addressed envelope and be directed to: 
SHERI HOLAND 

889 Ring Drive, Santa Clara, California 95050 
Please refer to the'rule and section in your inquiry. 

to NAGWS FLAG FOOTBALL-SPEEDBALL GUIDE. 



SUGGESTIONS FOR MODIFIED RULES 

In situations where ^cc is limited the field size may be itduccd 
The recommended mmimum size is 70 yards by 30 yards The end 
zones Md distance between quarter lines on smaller fields should be 
reduced proponionately. When smaller fieMi are used the number of 
players should be reduced to four backfield players and three 
imesmen. • 

tio^may'KJS"*^ ^^"^ agreement the following rules modifica- 
a. The game ball may be a junior size or regulation football. 

° meeting official specifications may be' 

c. The length of the game may be shortened by reducing the 
quarters or time between halves 
• vVL" field space is Hmited one inbound . line down the center 
of the field may be used. 
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Introduction 



During the past two years the Speedball Committee has been re- 
vising the rules. These changes will be indicated by shading. It is felt 
these changes will speed up the game and ease the demands on 
officials. 

There are also other changes in the rules which are slight modi- 
fications in wording attempting. to clear up some misunderstanding 
in the current rules. 

The committee invites your comments and suggestions on any 
aspect of the Guide, whether it be format, articles or rules. 

Jane Cook 

NAGWS Speedball Guide & Rules 
Chairperson 
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Try SpeedbaD:; Your Students Will LovS'ltL 



Jane Cook aitended Michigan State University^ ,eamht^:^^^^ 
B.S. degree in physical education arid health, an<^ moilgpi 
rdegree in physical education arid coaching, ^he has 'umghflim^ 
school physical education for 77 years and hdskoiebe^'i^^i 
' track and field and speedball teams. She h prese/itfy pronMi^l^l 
ingspeedball in the area through clinics for students, coacW^'^r 
\ ' ana officials. , y- 

Speedball^has become a game bf knowledge, refined techniques 
organization, tcam>york and skill^'Players can no longer expect -to' 
win by simply Tunning the fastest; kicking the farthest, or outlasting 
the .Qj>ponerits. Nor tan a coaph expect to win without teaching the 
skill^^ required of a good, successfiil speedball team. 

; . there atp many physical.yalues to speedball. One learns to move' 
quickly and easily. Through feody movements one can develop a 
good sense- of balaifce and Coordination. Physical fitness, e^durante, 
- spce4 and: perseverance can also be obtained by playing: speedbalL 
— Speedball^equk^s^tfecHise^-^th^ the hands and the f eetrWhen the 
ball is played on the ground; the feet ^e in use. However, at any 
given moment the ball may ^>ecome airborne, and the hands must 
take over^ '■ . \ ' r.'' 

The dfism to compete cin be found in the» members of rgood 
spcfedhalj teanij Players canMeam sportsmanship, loyalty and both 
individual and team play. Since there are 1 1 playing members, they 
can learii cooperation and ap/preciation for another's ability. 

Mentally, speedball encourages alertness, anticipation and initia- 
tive. There, are times when players must rely on self-control and" 
discipline, too. Very important to the character is ^he building of 
courage 'and confidence, attributes which can be found in all good ' 
speedb^ players. An important aspect of the game is decision mak- / 
ing. Players must be alert^at all, times and ready to change their own 
plan of attack. 

FMd, Game, Rules 

The playing field should be rectangular and it least 100 yards 
^\png and 60 yards wide, althouth the size may >ary. The ground ; 
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5yds. 



Penalty area 



60 yds.-.- 

1"TT- 



Restraining line 



5— ydfihe 



Halfway line 



Penalty kick mark 



Goal 

J L 



\^^J3oal line 

/ 6 yds. ^-r 27 ycte.- 
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should be level, .with gocld grass and «lear markings'. The field of 
pl9y ^ould be marked With distinctive ^ines* that meet at the cor- 
fh^r;7 .1 ^"^V,-^''''"^ called .the sideUnes, an* the 

tT^u' line^extends across the field of Way 

- f'^^'^'^n'-^''^^^^ eDtire^l^ngth.oPthe ffeld. In frontof 
Une Cn^f ^'"'."^ and five yards from it,.there must L i' 

bne drawn from sideline to sideUne. The j^ace enclosed by these 
hnes is the penalty area. There is also a line two feet S ^>lch% 
drawn opposite the center and 12 yards from each goal line Th^ 
hne IS the penalty kick mark. The goalposts, are placed on The S 
hne an equd distance from the, sideUnes. The posts are six yards, 
apart, and 20 feet in height, with a bar acr6ss them eight feet from ^ 
?^h%^^"^^be a halfway lin|,across the field connecting ' 
the midpoints of the two sideUnes. T^alfway Une must be indi- 
cated. Ihe restraining line is drawn from sideUne to sideline five " 
yards from, ^nd -on each sid% of, the halfway line, parallel to it 
ihe major piece of e^ipment is a regulation soccer ball of leather 
or rubber that is inflated to a minimum of 27 inches and is a maxi- 
mum ot 23 inches in circumference. . 

Each team has l-T players, one of whom is the -goalkeeper. Any 
number of . players can. participate in any game, and these players 
may be substituted or resubstituted without limitations. Substitutes ' 
must report to the scorer and then'' enter when recognized by the 
umpire. If this procedure is ncit-foUpwed, a penalty kick is awarded 
to the opponents. Ah indirect free kick will be awarded when any 
player leaves the field , during the progress of the game, vi^ithout the* 
refere e's consent. Su bstitutions niay be made by both teams during 
a Jead-trallrafTet a, goal, ana Detween penods. In the event of an in^ 
jury, only that playeKs)'may l?e replaced.. . " 

Speedball cpnsists of four equal* periods of eight minutes. In case 
^ of a tie, the game;ends in a tie score. There is a two-minute period 
between quarters to aUow for the changing of fifeld ends. Ten min- ' 
utes are aUotted for half-time. If it is mutually agreed, this time span 
• may be shortened. The clock is stopped when a goal is scored and 
started on the kickdff. • . . . 

Points are scored by a field goal, a touchdown, a penalty kick, 
and a drop kick. To score two points by a field goal, the player 
must, by using feet or body, put the baU over the opponent's goal 
Une, between the goalposts, and under the crossbar. To score two 
points by a touchdown, the player must make an aerial pass from 
oufside the penalty area to a teammate behind the goal Une, but not 
between/the goalposts. On a penalty kick, only the goaUe may.de- 
fend. If the ball passes over the crossbar between the goalposts, one 
point is scored. The drop kick is attempted from outside the penalty- 
area. Three points are scored if the b^ passes over the crossbar be- 
tween the goalposts. , 
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! A refcree-^ay call a foul oik an individual for the following: * 
' • 'air dribbling the baU more than once • * ^ • ' 

charging, blocking, drop kicking for goal or attempting a forward* 

pass for a touchdown from within the penalty area 
delaying the game . " ^ - / , ^ , ^ 

handling a groufl^ ball with hands or arms; overguarding, pushing' 
• . . or tagging . ' , « 

holding the ball hiore than three'seconds^. - a ! " - ' 

traveling with the ball ^ tff .^t^ '^W^' * 

.unnecessary roughness " V : - >\ 

A flayer is removed from {he game after«fiVe perspiial cori^t fouls. 
- However, a player maV also be disqualified .ffer a sin^e offeree. A. 
referee may call a &am foul for taking more thaji three .timeK)uts * 
during a game, having more than 11 players on 6ifi field duxmg pjay, 
or making an illegal substiti4tion. . * ^ > \ 

Pliyer Expectations ' . 

:In speedball, there is-^' place tor everyone-the aggressive » speed'* 
demon, the thinker^ tlje long-distanpe ^kitker, and ^e coufagepus. 
Each player must have endurance and coordination. Players mu^ 
learn to^ pass, tackle,' block/Teint, dpbble both pn the gjround and- 
air, and the art of covering and marking. A^ in all^'sports, teamwork. " 
is the key to a successful season. . • y\ . " ^V-^ • 

Forward line players must "be fast and t^e able' t6 f^int and main- 
tain good control of .the l>ail. They n^^ust be able dribblers and bt' 
fast enough to b^t out the.opponents. Thesp players must be dar- 
ing,* unpredictabler and confidcntin.tTheir*abffit7ta take on d^en4'-^^^ 
ers. l^ey must possess stainina and. mobility, spe^d of thpught, and:' 
the ability to watch both their own players and the opposition. Tliex 
ynust.have superb passing, throwing and.c^tcliing abilities, aifd be 
9d\?\t tb drop kick: Th^y must bfe able to pickpp the ball.and cJon^ ' 
the game to an aerial attack, forwards tnust have the. desire to scOTe 
goals. Therefore, thep'must have' exceptional speed, -balange'antl 
. ability to use-the body to its f.uir potential. > . ' x ./ '' 

Centerforwards are traditionatlly the' scorers. fWo thijigs they 
cannot afford are timidity and physicsal; weakness, for theirs is a'job 
in which lightnin|;Teactioh is essentiaL-'By lhe nature of the' position^ 
they awy often caiighf going the. wrong way. They must have 2^' 
awareness around the goal, the scoring instinct and sharpness on th^ 
ball in order to take advantage of any rni^takes. They must be alert 
and quick, able to drop kick or pick up the ball or score a toUch^?* 
down. Center-forwards need confidence an41he relentless will power 
and determination to scpre. Not only rnust tHey have str^cing 'ability^ 
but they must al^o be schemers and playmakers; as they are instfu-.* 
mental in initiating the attack, fiood defensiv* skills are h'eces&y^ 
for these players' success. , . ' , . * 
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Innen, also knov^U as midfield players, have the prime responsi- 
. bility of scheming and creating openings for the spearhead attackers, 
lk)€\T principal contribution is to score. The nec^ for play intelli- 
gence IS self-evident. They must have the ability .to think ahead two 
or three moves either in attack or defense. The inner must be able to 
pass to both the ri^t ind left, forward and backward, long and 
short, high and Icfw. The opponeifl should not know what is going 
to happen next. ' 

» 

Wingers arc the closest to either sideline. They must be able to 
shoot hard and accurately with .either foot, as they are primarily an 
attacking position. Good wingers use the entire field, spr^ding the 
Sefense and preventing it from nwssing in the goal area. Wingers re- 
quire the abilities of a striker. ^ playmaker, and^ action radius of 
a midfielder. They must have great speed and mSt alw^s vary be- 
tween mside and out. Good wingers must know when to settle for 
^the*standard drop-kick or high-cross into the goalmoiTlh, and when 
to attempt a more ambitious play. As a gent*ral rule, wingers must be 
able to pass, catch, throw in, and drop kick. WApn the wing i$ out of 
play,* the waiting position is usually 20 yards from the goal line and 
I ^yards from the sideline. 

The halfback has a great impact on the success or failure of a 
team. This player mus^^have the following outstanding qualities: 
physical strength, stamina, determination, authority, co«fidence, 
keen p(3sitional sense, speed, passing skills, controL of body move- 
-ments. superb ball control and a^ood throwing arm for touchdown 
passes. Good passing skills will mean diversity. Good feinting Ind 
dribbling moves, kicking abilities and. drop kidking, aided by excel- 
lent peripheral vision, help in the diversity of the game. The halfback 
challenges the ball in the air itid on the ground so physical deter- 
mination, power and aggressiveness are a must. Defensive headi^, 
positional sense, timing^jumping power, and skill with thahead aft 
important qualities for* halfback. The player must have the tacti- 
cal knowledge of knowing wh^ to pass on the*^round to the feet of 
a teammate, or when to lead the teammate, how to pace the pass, 
when to keep it low, and when to move the ball fir an aerial game. 
The player must be equally effective in attack and defense. It is the 
halfback's responsibility to win ioose balls in midfield. The halfback 
makes the transition from arttack to defense, stalling^the attack to 
gain time for the defense to get organized. The player needs to be 
able to pass a ball accurately and to support the attack while al- 
ways being prepared to go through and have a shot at the goal. The 
halfback must always seek the open person so the ball can be passed 
for a touchdown or drop kick. The halfback is constantly in the 
game a^d needs to be a good worker and runner, 
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centerhalf is the dominating force of a good speedball team. 
Jin addition to the skills listed above, the centerhalf must be confi- 
rm and authoratative. This defensive player is responsible for the 
opposidPfenterforward. The centerhalf must be hi^y tactical and 
experienced, mobile, and be able to read the plays. Offensively, the 
centerhalf is the field general, aftd must be able to determine the side 
of the fielj} for^lay. < 

The fullback must be a good, all-aroand player who can add vari- 
ety and a^i^ertain ercment of surprise. The fullback must be cool, 
methodicah, realistic, ambitious and cautious. This player has t>Vo 
methods of defence- to add to 'strategy: man-^o-man marking and 
z^^^defense. The fuUbadk, who is responsible for the central area 
iSffonX of the goal and tne inside forwards, needs excellent running 
skiU^, running backward or laterally to face the plaf, and a keen 
•Peripheral vision. This player must be adept at blocking tou^down ^ 
'passefc'and preventing drop kicks. Vital to a fullback are ag^essive- 
ness Jid determination as well as the abilities to get the jpall, throw, 
tackle, challenge,* intercept, and move in for a tackle before th^ op- 
ponent has complete control of the ball. The fullback must be f^t 
and skilled in passing, 'dodging, dribbling and punting. This player 
needs a great deal of knowledge and the "ability to retreat of force 
thfc winger into a mistake. The fullback must be able to out-jump 
and to beat the opponent to the ball. There must be an understand- 
ing between" the fullback and goalkeeper, similar to the relationship 
of the. catcher and pitcher.in baseball. They must be sure to know 
each .other's strengths, weaknesses and habits. Any misunderstand- 
' ing could mean defeat instead of victory^ 

Goalkeepers must It fearless and have quick reactions. In addi- 
tion to being able to kick, catch and throw, they must be able to 
move 'and jump well. Often goalkeepers will be standing, waiting for 

4fction," other times they will wish th^ey were .standing, waiting for 
action. Goalkeepers must rftnain cool and Ifte^ an accurate sense of 
pos^ltn, moving instinctively. They need intense concentration to 
make^sure that the^^re in, the ri^t position. They caif use their 
hands fo catch the ball onlv when insi^^ the penalty area. They can 
also carry ^he ball inside tire penalty area, but are allowed no more 
than two'^steps with the ball in their hands. Inside the goal area, 
goa)ks are '*fair game" for any player. , 

There mu^ibe Constant understanding between goalkeepers and^ 
the team. function of the goalkeeper is to replay the ball after an 

. attempt af scoring. This ^n be doae by kicking it after it has 
droppijd from the han4s, or by throwing it in a semicircular path 
yound the arms. The goalies' major duty is defending the goal 
against field touchdowns, penalty kicks and drop kicks* 
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SpMdball Offinitioas 

The following definitions are from Physical Activities Handbook 
for Women, by Donnis Hazel. Thompson and Julia Carver (New 
York: Prentice-Hall, 1974). 

Air Dribble. A method of advancing the ball in the air. 
Blocking. Impeding the progress of an opponent -by physical con- 
- ; tact. 

Blocking the Ball Using any part of the body, except the arms 
and hands,'to change or direct the progress of the ground ball 

Covering, A means of protecting spaces through which passes may 
be made. 

. Dribble, A succession of foot taps to advance a ground ball and 
retain control of it. , ' • 

Drop Kick. A kick in which the ball is dropped to the ground and 

kicked as it bounces. 
Field Goal Scoring by drop-kicking the b^ll between the goal 

' posts and over tJfe crossbar. 
Foul An infringement of a rule for which a free or penalty kick 
• is given. 

Free^Kick. Awarded for a-foUl, the free kick is -an opportunity to 
* place-kick the ball with the opponent at least five yards away. • 
Marking. A defensive strategy whereby a player is responsible for 

defending against a specific opponent and -remains close 

enough to intercept or prevent a pass. 
Penalty Kick, A place kick taken on the penalty kick mark. It is 

awarded when a defensive player commits a foul in the pen- 

•alty area. 

Place Kick. Kicking the ball from a stationary" ground position. 

Punt., A kick in which the ball is dropped from the hands and 
kicked with the foot before it touches the ground. 

Tackle. A method of getting a ground ball away from an oppo- 
nent. 

' - Tie Ball A ball caught and held by two opponents simulta- 
neously. - 

. Touchdown: A method of scoring by throwing the ball over the 
^endline to a teammate. 
Volley. Playing the ball with any part Sf the body other Ujan the 
hands. 

Hdpful Hints 

It is essential to blenti both skillful individual play and teamwork. 
^Players should know the abilities. and strengths of each team mem- 
ber. Once the tean^ has control of the ball, players should try to 
keep it. Being able to analyze the apponent's weaknesses is essen- 
tial Players should know the score at all times and be aware of envi- 
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ronmentai conditions and take advantage of them. It must be te- 
membered that only the team with the ball can score. 

Skillful individual defensive skills must be coordinated for a good 
defense. The burden of defense usually falls upon the halfbacKs-, fall- 
backs and goalie. Therefore, 'these players should be alert, have 
physical strength and great endurance, and be able to anticipate. It is 
essential to understand such defensive tactics as interchanging, mark- 
ing, ba<^ing up and covering. The defense should remember to play 
the bail, not the player. ■ \ 

The element of surprise i$ something that has bothered coaches 
for many years. There are some ways to avoid this. Scouting will 
eliminate this chance of surprise. A good coach will collect objective 
data, such as number of shots, fouls, saves, assists, etc., and subjec- 
tive observationS'Such as style of play and individual playing idio- 
syncrasies. An examinatipn of the roster will reveal experience and 
depth. Statistics will show the general character of the opponent. 
One will be able to tell whether the team's strength lies in its offense 
or defense. 

A coach must also realize that there are several ways to score 
Bpints, and a team cannot win games without points. An assured two 
points is much better than a questionable three points. When one 
goes for the touchdown, one is working with a much larger section 
of the playing field. ^ 

A coach can easily assess the team's abilities, looking for con- 
fidence and competence with the ball as well as for basic' intielli- 
gence. Does the player display speed not only in running, but in 
thought, recovery and movements? Is the player in command at all 
times, a ballwatcher, or easily excitable? Does the player offer ad- 
vice to other teammates, read the game well or fall for the same fake 
over and over again? Is the player ready to accept responsibility and 
competitive spirit? Doe« the playei: fear body contact? Does the 
player want to play speedball or just play? 

There are many reasons for the success of a speedball team. Mem- 
bers of a good team know their skills well and practice their tech- 
niques. A good coach is informed about useful strategies, the players 
and the opponents. The correct combination of coach and players' is 
unbeatable. 
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Speed-A-Way, A Fun Game 

• 7 . •* 

MARJORIES. LARSEN 

Marjorie Larserr originated the game of speed-a-way in 1 950 
and published three editions of a rule book. She was a teacher 
and administrator for 33 years until her retirement in 1972 to 
enter private. business. She graduated from the University of 
California, Berkeley, and received her Master's Degree from 
the College of the Pacific, 9tockton, California, 

Spee(t-a-way was created put of the desire to find a game that 
could, serve as a leadup for field hockey .and bring enjoyment to 
paii^cipants without their having to learn complicated rules and 
techniques. ' 

Speed-a-way was in the experimental stage.for 10 years before it 
appeared in 1950 as a new combination game-a combination of 
soccer, basketball, speedball, field ball and hockey, with an oppor-' 
tunity for players to run With the ball. The rules of these games 
served as a basis for Speed-a-way. 

From its inception, Speed-a-way was intended for students from 
iuniOr high school through college, and to be adaptable to almost 
■any situation. The emphasis in Speed-a-way sho«ld be positive, keep- 
ing in mind those things that one may do rather than what one may 
not do. Therefore, the fundamental principles of running, throwing, 
catching, and kicking have been made to be iiUegral components of 
the game. 

There is enough incentive projected through the fun of playing 
a^game with so few don'ts, that beginning players or those with a 
lower level of motor ability may experience enjoyment through 
the game's unrestrained movements. In fact,' having nevef. played 
the game before, dne can enjoy the game: As a student progresses 
through junior high school into high school and college, there are 
challenges to work out strategy and to improve one's skills. There 
is opportunity for vigorous activity, competition and team coopera- ' 
tion for all players. 

Introduce Speed-a-way into your program to find just how much 
enjoyment players get from participation. Speed-a*way is easy to 
teach and learn, and it is fun. 
♦ 

Teaching Htiits 

Contrary to teaching most games, it is suggested that you keep 
the following things in mind: 
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1. Acquaint players with the game the first day. They will not be 

experts, but they will have fun. 
2: Do not worry about . position play until players are familiar 
. with'the.game (no offsides in Speed-a-way ).• 
3. -Give the fouls and perialGes as they occur. 
^4. jEn>ph4size the liftup (kickups) so that the bal^ may be' played . 
- as an. aerial ball* Creating aerial balls is the njost important 
part -of Speed-a-w^; then a player can do^nything-^run, pass, 
. kick.- ' I • ' • • ■ \ ■ '* 

5. Emphasize the d(&'s, not the don'ts. 
' There should not any organized drills given i^^the introd4ction ' 
of Speed-a-way. If players have a basic understanding of the gainc,- 
they will. often practice on their own the ^lls wnich are ne^essary;^ 
This is one of the reasons for letting players play the first day. 4 ' .4 

By the. third day, the majority of stiidents should have an undex*-* 
standing of the^game, the ways to create aerial bils, and the main 
fouls and penalties. Players'will realize their need. to. work on tech- . 
niques and tactics. . ', i 

Let your students play, giving them helpful hints as the situation - 
arises. They will have fun with Speed-a-way if you let. them play? c 

^ ' . ■ ■ ■ ■ . . " . 

digest Df Speed-a-Way Rules , i 

• Speccl-a-way is played' by two teams of 11 pjayers, who line up 
in their own half of the field at the beginning of each' qiSirtet and 
after each score. The ball, is put in play by a place-kick from the" cen- 
ter of the'fifcld. The object o{ the gamc'is to"sc6re a touchdown. or i 
field gqal by advancing the ball do>yn the opponent's half of the 
field by means of kicking or dribbling a gjfound ^ball^ throwing ^ 
aerial ball,»or running with an aerial ball. . / ; a 

' A field goal is scored by kicking the baH between the bpponent's^. 
goalposts fro^; within the striking circle. Artotuchdown is scored by 
running across {he endline or-by passing the ball to another pJayer \ 
over the endline, but riot between the goalposfc. A fiel(i»al counts 
thrjce points, a touchdown, two.'The team with the^JiiilSLliQre'at 
the end of the playing time wins. ^ 
P/fl>'i/2^/?eW-sanie;aythat used in field hockey. 
Players-szmt as in field hockey. 
Equipment socctT bai or a utility ball about 
ball. ' 

The rules of the gslme and the penalties for^i 
those of field hockey. 

Fouls- A foul, is an ihfringSment of any/iile of the j 
Players shall not: ' \ 
K Pick up a ground b^tfl (exception: goalkeep 
may be converted inib an aerial ball only wi{ 
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-2. -Trip, shove, push, charge or strike an opponent, j 
a player on the back only when the latter is ru 
ball. 

3. Knock the ball from an opponent's hand. r ^^^k. 

4. Kick the opponent' or dangerously kick the b^^JlSHjihe-^pp- 
ponent. ' ^-^V 

5. Stand closer than five yards to the player tatp^m|^ pehalty 
corner, throw-in, or free kick. '^'"^^^^'-''^'^ 'v- 

6. Tag a player who receives the ball and does noj^pdSSfe-,,-. !^ 
Fouls committed outside the circle are awarded a kickjrf^tfespot 



Fouls committed inside the circle are awarded a free 
of the. circle or a penalty comer. 
Out-of-bounds -\i the ball goes out-of-boiinds over 
ball is always put in play by the opponents. with 4. 
.. or tbrow-in where the circle bisects the endline. 

If the ball goes out-of-bounds over the sidel^e 





Gir/5. 3rd, 
IS thefbffii 
ding field dn 
ae^' balls a: 



in play with a throw-in. ^ , 

Speed-A-Way Aids* 

Larsen, Marjorie S. Speed-a-way, A Game for^qjf^ 

ed. Minneapolis: Burgess Publishing Co., 197 

guidebook w^ich contains rules and articl 

skill tests, illustrations of 'fouls, ways t 

teaching hints. S2. ^ ' - 

Speed-a-way Film. One reel, sound, for rental or 

and white. The film acquaints players with 

way, giving the elemettts erf the game, its rujp^-; 
Speed-a-way Visual Charts. ?even chart^iffltu^'tfaf 

alty comer, methofts of scoring, fouls and w 

15aUs^S2.50 per set. . ' 

Spef^^'way Examinations. Three sample tests cohtaining^?&^ 

'of. questions, answer sheets included. S1.254)er4esU:':^-^'' 



I thfe edge 

endliae, the 
e-kick, punl 

.ball is put 





• •The distributor of ail of the Speed-a-Way."Aids is the game's originator, Mar- 
jorie S. Laxsen, 1754 Middlefieid, Stockton, CA 95204. 
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Coaches' Dilemma — Cutting the Squad 



KAYBRECHTELSBAUER- 

Kay Brechteisbauer received her B:S, degree from Central 
Michigan University, Mount Pleasant, and her M.S. in Educa- 
tion degree from Southern Illinois University, Carbondaie. She 
has coached Softball and taught major classes in soccer-, 
speedball at Southern Illinois University for the past 12 years. ' 

The new role of women in today's society is opening numerous 
opportunities for .women to engage in athletic activities without the 
restrictions and discouragements they once had to face. Conse* 
quently, many more women are trying out for school athletic teams 
and many coaches are faced with having to reduce the athletic squad 
to a more workable number. 

Selection of players is one of the most crucial, and often one of 
the most difficult, tasks a coach has to perform. The evaluation 
process is niade much easier, and generally a great deal more accu- 
rate, when specific qualities or criteria are used as a measuring stick. 
Of equal ijnportance is the process by which the athlete is evaluated 
on those criteria or qualities. If the evaluation process is unreliable, 
the evaluation may be misleading and ineffective. 

OesiniMe Qualities in Athletes 

The following are generally agreed to be desirable qualities of an 
athlete. 

Willingness to be coached. Can the player apply coaching to the 
game situation and profit from constructive criticism? Does me 
athlete have the desire to improve? 

Spirit of competition both in practices and in games. Perhaps pne 
of the most important qualities of an athlete is competitive dnvfc. . 
The true competitor will demonstrate this in practice as well as in 
the game. 

^ Desire to win. The athlete with pride who will not quit, but who 
will fight down the wire, regardless of the odds, is often prefer- 
able to a person with more skiU but less desire to conipete. 
. Willingness to practice hard at all times. A player who does not 
give a full effort in practice also tends to slack off in actual ^competi- 
tion or may be unable to play the entire game at full speed. 

Dedicated and willing to sacrifice in order to perfect one's skills. 
This is often the difference between a good athlete and a great one. 
The self-discipline necessary for proper conditioninjg and continuous ' 
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work in perfecting skills is near impossible to anyone who is not 
dedicated to the game. . 

Love of the game. This^cludes the thrill of being able to use 
both the rnind and body in performing physic^.tasks and competing 
in tense situations. It is the joy of running,*jumping, throwing and 
using strength and coordination in a competitive setting. Athletes 
who truly enjoy physical activity tead toperforift better. 

Skill or skill potential Vn\tss a player has perfected the funda- 
mentals of a sport, the player cannot develop beyond a specific 
point. A player who has not ye^ developed those skills (due to lack 
of exposure) may still have the basic motor skill potential to de- 
i velop the necessary specific sports skills*. 

Positive mental attitude. In many cases it is the mental attitude 
that makes or breaks an athlete. The athlete should approach every 
game and situation with a positive attitude toward winning and play- 
ing ^e best game possible, regardless of the conditions or adversi- 
ties suxTpunding the situati<3ri.' The athlejte does not blame others 
(officiall^r coaches or teammates) for indivfdual or team failure. 

Ability to function under physical and emotional stress in a com- 
petitive situation. The athlete is able to maintain emotional stability - 
,and composure in tense situations and can play her/his own style 
of game. Experience is a major factor in developing game stability, 
yet some players never attain this. ; 

Capability for teamwi^rk. The importance of teamwork cannot 
be overemphasized. The player who risks making the big play rather 
than giving the opportunity to someone who has a better chance will 
hinder a team. A team composed of athletes working as separate 
units will be less effective than one composed of players who work 
together well and perform as a single unit. Team unity and moral is 
a necessary ingredient for a successful team. 

' 6ame sense. Players who "feel" the game, rather than learn set 
patterns and modify these patterns with difficulty, are very effec- 
tive even though they jnay lack -a high degree of skill. Players with 
game sense can be invaluable since they can antitipate movements 
and adapt to game situations as they occur. 

* ■ r 
Guidelines for Selecting Athletes 

How does a coach determine if an athlete possesses, these quali- 
ties, and what guidelines should be used in the selection process to 
make it reliable? 

Provide equal opportunity. The coach needs to provide an op- 
portunity for all players to perform in various practice and com- 
petitive situations. It is very easy to overlook an athlete .if, during 
the first few practices she does not perform well. Given the same 
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'opportunities, she may well turn .out to be a better atmete than the 
on^ who started with a flash. 

; Provide a long 'enough period in which to observe the athlete. 
Tho, performance of some players may range from one extreme to 
'th& other on any given day, particularly early in the season. Observ- 
ing a player a. limited number of times may result in an erroneous 
conclusion on the part of the coach. 

Include some teaching of skills or strategies to detetminc how 
quickly . players learn. While some players may initially deriron- 
strate limited skills and knowledge' of strategies,' they may be very' 
quick to learn'. On the other hand, some athletes may be unable to 
grasp much beyond what they already are cap%ble of. ' 

Look at potential as ^ell^ as achievement. Due to lack of ex-" 
posure, a player may initially demonstrate limited ga'i^e skills. The 
player may.,' however, have good basic motor skills and. given the 
opportunity to develop the skills^ specific to that sport, may de- 
velop into one of the best players on the team.. 

Observe the players under game situations: IT a scrimmage witfr 
ahother team cannot be scheduled; at the very least, nrovide a. 
' game- situation as similar to ai5^ual game as possible "(with of- 
ficials, scorekeepers, timers^ etc.)r^me athletes perform well in 
practices or in an isolated drill situation but are unable to perform' 
in the competitive game or ii\ tense situations. Likewise, some play- 
*ers may not show their true competitive nature until the pressure is 
on. These are the players who repeat^cUy come through in the clutch 
situation. • . • 

Evaluate individikl skill This can'be accomplished through speci- 
fic skill tests or by coaches' check sheets. Many skill tests are avail- 
able through NAGWS^ and AAHPER, and references are made to 
others in bask sport '^kill books. Some coaches prefer* to prepare 
their own check sheet and get an approximation of each player's 
skill by viewing the player in a scrimmage game. Since an, athlete . 
may only handle the ball"a limited amount in a scrimmage situation, 
a combination of skill tests and a check sheet is probably the most 
valid and reliable method. 

Evaluate an individuals ^ame ability. Many skills that are an in- 
tegra|jpart of play are observable only in a game setting. A player 
needs to be able to combine skill with the necessary elements of 
game knowledge; game sense- and competitive drive for an effective 
team effort. / 

Evaluate 'team performance. ?\^y combinations should compli- 
ment each other and players selected for the squad should fit the 
' play of others on the team. The effectiveness of having several good 
players on a team is decreased if they are mismatched parts .of the 
total unit. 
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Make^ several cuts. In some situations it is wise to make more than 
one cut! Pcrhiaps several players are questionable or still developing 
rapidiy. In this case, it would be better to observe the players a lit- 
tle longer than chance cutting the wrong player(s). 

In summary, team selection requires careful planning and 
thought. The selection is directly related to the team's eventual suc- 
cess, and the coach and team are committed to the selection for the 
season. 
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Pre-Season Conditioning Program 



^^. f>^ SUSAN ANTHONY 

Susan Anthony attended University of Washington, earning 
a B,S. and M,S, in physical therapy and athletic training. She 
is presently the women*s athletic trainer at San Jose State, 
University in California and also teaches athletic training ' 
classes, ' * - 

■ . . . ■^■ 

The objectives of a conditioning program include development of 
.cardiovascular and individual muscular endurance, flexibility, 
strength, speed and coordination. Spcedball^requires cardiovascular 
. fitness for the, athlete to perform well during the entire game. Also 
essential are sp^ed for short bursts and strength and coordination to 
do the variety of skills inherent to the game. S 

A six-week program, performed regularly with a ^duai increase 
in workload,, is tl-.e minimum time period required tor an athlete \ 
• who Is already in reasonably' good condition to achieve top-level. 
coiuli5ioa> Less time devoted to conditioning simply invites, iryury 
during the season due to oyerstress. 

The six-week prograni involves six workouts per week -three 
running workouts alternated w^th three weight training 'or strength 
workoCts. All workouts begin with the warm-up program and end 
with the warm-down program. No phase should ever be omitted . 
since there are definite reasons for inclusion of each activity.. 

Each of the six ^days perform I and II alternately with III and /K 

I. Warm-up , ^, " 

A. Jog 8-10 minutes around a field, track, gym, golf course or any 
^ open space. • • 

or [ " ■ ' ^ ' ■ ■ ' 

Jump rope. S-S^minutes. Use' nylon,. cotton or hemp 5/16-3/8 
inches in diameter.* Proper rope Ipngth-stand on center of 
ro^e— ends should reach armpits.^ • 

B. Stretching-All exercises should be held at point of "stretch- 
pain." ■ 

No bouncing. Hold each , position about J 0 secotid^ Repeat " 
about 8 times. • ' 

I. Calf and heel cord stretch-Stand about ,3 feet fcom'a wall 
'•^ or support. Extend arms and put hands ^|ainst ^all, moving 
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the straight body forward to apfiroxiinately a 60"* angle. 
Keep heels in contact with ground/Kecp buttocks down- 
hold. ' ' r ' ' ,■ ' ^. 
.2. Hamstring stretch-Sii with legs apart, knees striight. Bring 
chest to left knee, hands to left ankle^iioid. Bring chest 
straight down between legs-hold. Bring chest to right knee, 
hands to right ankle-hold. 

3. Back stretch-Lie on back. Bring both legs over th*e head 
until toes touch floor— hold. Swing back and lower legs to 
flobrv Relax. 

4. Hip and quadriceps stretch -Lie on stomach. Hold both 
anJdes, bring toward buttocks and arch back-hold. ' . 

^ • : 5. Groin stretch-Sit with knees bent and soles of feet togeth- 
er. Grasp ankles and pull feet towards groin. Push down on 
tjiighs with elbows— hold. * . ■ * 

6. Shoulder and'back stretchStahd afid/ place one hand be- 
hind neck. With opposite hand, grasp elbow and- pull, be- 
hind head^hold. Switchand stretch other arm. 
^7. Shoulder and chest stretch-Stand and interlace fingers be-, 
hind back. Bring^ extended apns*backward and upward- 
hold. (It is fine to leanTorward at waist, but arms mifit still 
move to the point of "stretch-pain ") ; 

8. Side jD-erc/z-Stand with feet about 2 feef. apart. Extend 
arms straight overhead and interlace fingers. Bend directly 
to the right-nor forward. Keep amis ^<ended-ho[d. Re- 
turn to starting position. Bend to left-fiold- 

II. Strength Program , 
A.' Weight machine 

Determine 10 repetition maximum (amount of weight athlete 
can lift ju^t 10 times. 

Go through the circuit twice. Increase weight wheft a set of, 10 
becomes easy. Keep a record of weights an4 progress. 

Leg press • - . . * 

2. Chest press . i 

. . 3. Incline board sit-ups (On lowest setting, come halfway up. 

Keep knees bent.) ■ 
4. Quadrice|s curls 
.5. Hamstring curls » 

6. Shoulder pre§s^:^>; *^":r!,>j. , ■ 

7. PuUey cM^^:.:^'^^: , 

: Hip flexpf |it%tMtt'^H^ from bar ,^ bring straight legs up). 

9. Toe raise^/^Q^tatf^^ shoujder press station. Hold ^ 
bar at sno^^dfer;d^^'t. Raisfe up on' toes. One set-toes 
pointed stwigbtjcahta^ one ^t toes in, one set toes out.) 
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. .: B. .If urfiablc to ^n; access to weight eqvjipment, substitute the 
^ following exercises. Go. through the : circuit^ twjce. Do" ^ch 

* exercise unta you can do no more. - * 

* 1. -Push-ups ' . * ' ' • * ' 
; v» '2. 'Curl^ups (Knees bent, curl trunlchalfway up.O ' . ^ ' 

3. Step-ups (Stand with left side-»to bench/)r step about 1*7^, 

' inches hi^. Step 4ip with left foot, bting rigift' * 
, . foot up to Same height: Step. down. with-'figh't 
foot, then step down with left foot. Repeat ui^til 
. • ' you Canada no more. Switch sides. and step up 

' ' • with ri^t.lee first.) ' ' , ' 

4. Chin-ups ^ • v ^ r 
;^5. Toe raises J[H old' weight* on shoulders. Sqe/#9 Tabove.;)' 

• .6. Hip. flexor puU (Hang from bar. "Keeping khees SXr^ght, * 
H . ' ©raise and lbwer^iegsslbjvly.) « /' & 

ni. ; Punning Program ' . ^ > ' ^ - : ^ 

. The first three weeks are spetit "on con.^inuous running;' the^lasf 
three Aveeks, two day§ a week on speed woifc one day a week ' 
- on a jonger run. * ' , . * . - ' - 
.■ . A. Cross-K^ouBrtiy or continuous running-on golf cpurse; fields oi- ^ 
'\ . .tracjc' v:.', .:^ ;^ . . : ■ • \ 

/ Run «^ ia^^^Jrisk; pace^ until fatigued. Riin 100 yards 'further. 
, ^vWaJk^uriMbTreathingis nqr^ Repeat.' ; . ' . ♦ V 

.y ylsj^week^continue for ^ ■ ^ .• . ^ . ^ :\ * 

. ' l^dSveok— cOTtirtxije for Sa ' .* \. - 

3rd*tGi?6tft week-rcontinue for 30 minutes . with less of no 

■ ^ J^ilteng,' ^ . ., ^ 

^ BSt;f>*d wt)rk 7 - . , 

^' Spmtf-75, 50, 40 yard dashes, dog andjvalk back. "J^' ^ "' ' . 

'4th week- 1st day - 2 75s. 2ad day r; 3 75s - : * 
. ^ 3 50s • 4^0% 

" • . • 4^0s ' . ... ' 4 4as ' \ 

. s^5th^week - Tst day 3 75s '2ftd day"'-..3 75^ ' - • * ' . 

^ . . 4 50s . • ^ 5 50s' ' 
V . . . - 540s^/ 640s 

; 6th week -ulst day - 3 75s 2n^ay - '3 75s / 
, c; , 6'50s C6 50s ' * - 

.IV. WaimKlown V 40s : 8 40s ' ; 

A. Jog 5/0^/7-5-1*0 min. * ^ » ' . 

B. Rej)eat stretching exercises-#I, 2, 7. . ' ^ \ / 
This, six-week conditioiune program wiU develop Cardiovascular- 

and; individual muscular eiflRSance. Your athletes wiH also gain flex- 
ibUity, strength, speed and coordination: This .program will also ih- 
crease a|hle,tig, -performances and help reduce 'mjuries . to players. - 

PRE^EASbN CONDITIONING PROGRAM " ^ ^ ' |5 - • 

■ .^ * ■ , ■ w ^ '-x^/v. ■ ^v--- *■ 
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C+WIRLENE AGNE 

Churlenc A^ne is currently wofking onjhe Fh.D. degree in 
health education at Texas Woman^s University in Denton. Her 
bachelor's and master's degrees .were jn phyumi education^ 
from C(}ncifrdia, Teachers College. Miver Forest, Illinois, and^^ 
the L'niversity of Sorthern Colorado, respectively. She has 
taught speedball and soccer in college and^high school and 
currently plays center fullback on Psoccer team in Denton, 

Passing and Uapping arc two important skills in ^cedball. Pass- 
ing, as applied to the ground game, is a tecHniquc of advancing the 
ball bv kicking -or pushing it directly from one player to another. 
Trapping is stopping and gaining control of a moving ground ball. 
The mtcnt of the game is primarily to convert a ground ball to an 
aerial ball. Many times a ground game proves valuable, but an ef; 
ficient combination of both the ground game and the aerial gqme^ 
IS essential to successful play. 

The ground game tends to be the more difficult phase of the 
game. The following dnlls w^U allow the 'students to practice the 
fundamentals of passing and trapping and can *be challenging 
enough for tochers to use throughout a^unit for any skill level. 

* . X 3 • 

XI' \^ 4 X - players 

^ f .. • = ball 

, - Simultaneous movement 

, I 1 — = path of 

X2 ■ X3 X2 X3 player 

START ■ -ii' FINISH *- - path of 

« * ball 

, Figur* 1. 



Squart Ptss Orill . 

' The objective of this drill is to constantly maintain a rigfet angle 
Tri3tK?nshtt> amor^ payers hy using si^tiare -pisses and to^CHtp the 
players moving to rex^ive a pass. j 

•ft NAGWS FLAG FOOTBALL-SPCEDBALL OlllDE 
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Dir^tions: This drill Evolves tfiree persons and i ball (see Figure 
1). In Figure 1, player 2 starts with the ball -and .can either make a 
square pass to player 1 or to playef 3. When player 2 chooses to pass ■ 
to player 1, placer 3 must quickly run to a position to receive a pass 
from player 1. Player 1 q^n then pass in the direction of player 3 or 
back to player 2. In no tnstance should a diagonal pass be made. By 
using the instep foot pass, cither foot can and should be utilized. 
The outside foot pass can also be used for this drill but it requires 
more skill development. 

Defensive Square Pass Drill 

\ - This drill is designed to give anotherelement of challenge by add- 
ing a fourth person for defensive practice. 

Directions: See Figure 2. The defensive plaf er(o) can try to out- 
guess the direction of the pass and'force the pass receiving player to 
trap efficiently and return the pass quickly or run the risk of losing 
the ball. If an error isjnade, the player making the error switches to 
defense. 

X1 ^ 
X 2* X 3 

F^igure 2. 

Circle Pass Drill • 

The objective ,of this drill is to practice quick passing and trap- 
ping, using the instep foot pass and/or the soccer-style kick.^ 

'Directions: See Figure 3. Players form a large circle with ahe 
player in the middle with a ball and one of the players in the outer 
circle, with another ball. The player in the center begins by passing 
the ball ta any player on the outer circle, usually a player next to 



^ X = players • # 

• = balls 
z:±^ =path of balls 




= rotation of ball 
passing in circle 



« Figure 3. 
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the one with the other ball. While the inside player's ball is being 
passed, the outer circle ball should be passed to the center; this is 
kept lip alternately for one or more complete circle cycles. Please 
note that this drill is easily adapted to the aerial game's passing 
skills. 

Mini-Drill ' 

This drill ^is' designed to simulate game strategy by using a small 
area that demands good ball control skills of dribbling and passing. 
This is a smaJJ?. game-like condition in which the A's try to score into 
the B*s goals and vice versa. 

Directions: See Figure 4. In this drill, eight cones are needed toy 
represent^^oal poles. There are six players :(three on each side) zryi 
one bill 'iA's are defending the square (□) goals and B's are defend- 
ing ftl^cirde (O) goals. The area, equivalent to a 10-yard radius, 
citt0jfe.%e players to develop a ground game strategy of dribbling, 
•pa^ijBpiJafld cutting in order to score, as well as the ability to defend 
th?jfc;oW goal. The mini-game can last any designated period of 
tii^ "bjjtt 20 minutes seems the most desirable. Teamwork and en- 
thusi^jn are keys in this drill. 

' ' O O ■ . 

-B 

. □ A * B O . 

□ A -BO 
A 

.□ .a * - . 

. Any number of .drills are as possible as one*s imagination. These 
drill«j stress pasaing axiU trapping f.Indaiuenials essential to the 
grouncf gamt. WopetuHy they ein serfe^^the building blocks for 
speedball's pviuncf game to be cojibme^ witxi iynamic aerial game. 
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Speedbalf Visual Aids 



• . Revised by^DEBORAH GEBHARDT 

>Purdue University 
^ ^ Laf^tte, Indiana 

Films 

Speedball for GzWj. 1948, 11 min., color. Distributor: Coronet' 
Films, 65 E.S. Water St., Chicago, IL '60601 ."Appropriate for 
•junior high school, senior high school or college. Explains posi- 
tioning, rules, techniques of developing team cooperation and 
some individual skill. This film is available only by special order, 
having been^ removed from the market because of the outdated 
fashions of the players. The skills and techniqu^S^ still rele- 
vant. Refer to the list of Soccer Visual Aids for furl 



Teaching Aids 

Magnetic Coaching. Kits. Teaching Aids Service, Inc., V 
• tion Center Buiiding,^Floral Park, NJ 

Speed- A-Way 

Speed-A'Way Film:. Color, b&w. Distributor: Maijorie s! 

1754 .Middlefield, Stockton, CA 95204. Rental b&w-^ 

color -^4.50; Sale b&w-S65, color-Sl 15*. Explains the- ^ 

skill techniques»-v<. 
Speed-A-Way GuiBe Book. Distributor: Maijorie'S. LarJ 

Middlefield,?tockton,CA 95204. Sale SI. 75. ' 
Speed-A-Way .S<ml$eiTests. A. B, C, tests with an^wSrislieet. v: '^'i* 

test is SI, 25. Qistributor: Marjorie S. Larsen. , . '. 
Speed-A-Way Visual Charts. 8 charts for buU^n' board display, 

^ach set $2.50. Distributor: Marjorie S. Larsen! . >v ^: 




OFFICIAL SPEEDWHL RULES \ \ 
FOR GIRLS AN0 WOMEN ' "^Jt^ 

A combination of soccer and fyisketbalU with a feW kicking^ 
elements of football (the punt and the drop kick), tH^game-of 
- speedbaU was originated by ^mer D, Mitchelf' University of 
Michigan, Ann Arbor; it h& :tevj6ed Jor''women by the. 
NAGWS SpeedbaU Guide and kules Committee with Dr. 
M it chelVs permission. ^ ^ \ ■ ' ' 

Note: Changes and/or additions have b^en indicat^ by shading:' 

THEGAMfe ^ ; 

SpeedbaU is played by two teams of 11 fllayers ^ho line up in 
their respective halves of the field at tiiel>eg£rtniM of the game. The 
ball is put in play by a.kickoff from Jhe ^nter. If the ball is rais^ 
into the air from a direct kick, it becomes aA aettatball ahd may be . 
-advanced by throwing, air dribbling, vdllev^ng, blocking, iieading, or , 
kicking. If the ball is rolling, bounq^ig, or statipnaiyon.t be ground, * 
it is a ground ball and may be ^dvarfced b>* kicking, dribbling^ 
volleying, blocking, or heading. A score is made by^fa field goal, drop 
kick, penalty kick, or touchdown.^Thette^/ri having the'laf^r score 
at the end of the playing time wins the- game: ^ - 

RULE 1. PLAYING FIPLD . ' ' ; 

Section 1. The entire^ field shall be a re eta n^ 100 x 60 yards.^or 
high school girls the entire field m^y\egO x 40 :^tWs. Ttie ldflfeer 
boundary lines shall be the sidelines arid tfie two shorter line% the 
gpai lines. ^. ' - ir 

l^ote: If field space permits, provide an^out-o^boundfi^iididown 
- scoring area that is 10 yards in depth,' an(t thjefllpme widtHm the • 
"playing field- . ^ 

Section 2. The entire field shall incluide fhe foUowipig^ areas and 
markings: * " " >r * ' 

a. Two five-yard lines. ■ Each five-yard line shall be di^M^ fi^ 
yards from the goal line, and shafl.ejftend fronf' sifBhelo 
sideline. ^ _ ' ^ i 

' b. Two penalty areas. In front of each ^al,^a»llei to'thj^' line 
and five yards from it, shall be drawn, a line from sideline to 
sideline. Tl)^ space enclosed by these linesj(goal line, sidelines, : 
five-yard linte) shall be called the penalty aseae- . , 

■~ ~ ^ ^ " 

Rules copyrighted. 1926. by George J. Moe. Reprinted by pprmi^HK** of 
copyright holder. . ^JP^ 
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SPEEDBALL FIELD DIAGRAM 
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Rule 2, Playere and Equipment 

Two penalty kick marks. Directly opposite the cttJ» and 12 
yards fronj each goal line shall be drawn a line t^^eet long 
This hxtfi shall be called the penalty kick mark. W 

d. Goalposts. The goalposts shaU be placed on the goal line 
equal distance from the sidelines, and shall be six yards apaiTT 

. . The posts shall be 20 feet in height, with a bar across them 8 
leet from the ground. Goalposts are in bounds 

e. A halfway line. The halfway line shall be town across the 
field connectmg the middle points of the two sidelines The 
center of the halfway line shall be indicated. 

f. The restraining lines. A restraining line shaU be drawn from 
sidehne to sideUne -five yards, from and on each side of the 
halfway hne, parallel with it. 

RULE 2. PLAYERS AND EQUIPMENT 
Section 1. An official team shall be composed of 1 1 players; that is 
I f^™?" ? right and left wing), 3 

halfbacks (center, nght, and left), 2 fuUbacks (right and left), and 
1 goalkeeper. 

^^aa^iJ^^ISs.^^ a costume of distinguishing color 

cloth shoes with a rubber or leath- 
er disk-over the inner side of the ankle and extra tips for pro- 
tection over the toes may be worn. Leather shoes protect the feet 
best and. may be used, but metal plates or protecting heavy soles 
are not allowed. Light jpBjBg or cloth shin guards may be worn" 
for protection. 

Section 3. A captain shall be designated for each team. The captain 
or someone appointed to act as captain, must be on the playing 
field at all times. i' / e> 

Section 4, Substitutes. Substitutes may be put into the game for 
players who for any reason have been, taken out. A player who 
has been taken out of the game for. any reason other than dis- 
quaMication may be aUowed to reenter the game any number of 
• times. Before- gomg into the game, the substitute shall ftport .to 

■ w h- x^^'" ^ ^ P^y- the scorer sliall sound 

I Jt^' The umRu-e shall call time-out and recognize the player 
and the substitute shaU then take her place on the field If thi^ 
procedure takes more than 30 seconds, time-out shaD be charged 
to the team making the substitution. If a team substitutes mlrc 
than one player at a time, the team is allowed a maximum of 30 
seconds for making the substitutions. If both teams make sub- ' 
stitutions at the same time, .«ach team shaU be allowed f maxi- ' 
mum of 30 seconds. . * *^ 
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Penalty -If a substitute fails to report to the scorer or umpire 
before play begins, a penalty kick shall be awarded to the 
opponents. 

If through injury or disqualification a team shall have less than 
ni^ie players, thatleara shall forfeit the game. 
Section 5. The ball shall be an official soccer ball, 



RULE 3. OFFICIALS 

-. ^ > ! 

Section 1. The officials for a match game shall be two umpires, Hro. 

timekeepers, and two scorers. Two linesmen may assist. 
Section 2. Each umpire has approximately one half of the field to 
caver for the entire game, without changing, ends. The field is 
divided by an imaginary line drawn diagonally fr^m comer to 
corner. Each umpire is responsible for the sideline nearer her, an^ 
the goal line and play behind, the goal line to her right. . ' 
Note: Each umpire shall take jump balls on her own side of the field 
as if the field were di\aded longitudinally. It the duty of the um- 
pire to see that all free IClclSs and penalty^kicks are taken properly. 
A whistle is necessary at the beginning of each quarter and 
after each goal. ' • 

After a whistle signifies that the ball is out of play, no further 
whistle is necessary to put the ball in play, except in the case of 
the kickoff and penalty kick, or after a temporary suspension of 
the game. ^ 
Section 3. The umpire on side nearer scorers' table shall recognize 
substitutes and shali^-givle the time-in signal on the center kickoff. 
Section 4. The umpircs'^sWl refrain from putting into effect the pro- 
vision of any rule in ^^es yfhCTt they ar« satisfied that by en- 
forcing it they would be^ giving -an advantage to the offending, 
team, except in cases of dangerous personal contact. 




Section 6. Two linesmen shall assist if 
tioned at opposite sides of the field to < 
decisions as to the ball passing over their^ 
goal lines, and as to wjiere and by which teai^ 

in play. 

Section 7. There shall be two scorekccpcrs. One of them shall be 
official and keep the book. The other scorer shall check the book. 
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The 'scorers shall— 

a. Record the names of the players and substitutes of each team 
and their positions. 

b. Record aD scores made by a team from field goals, drop kicks 
touchdowns, or penalty kicks. 

c. Record the number of time-outs taken by each team and 
notify the umpire in case of more than three. 

d. . Record the team taking the kickoff at quarters. ^ 

e. Record personal contact fouls. ^ ' 

Section 8. There shall be two timekeepers. One of these shaD be 
official and handle the stopwatch and signal throughout the 
game. Th^ other timekeeper shaD chcclc on-playing time and have 
charge of time-outs. The timekeeper shaD- , 
a. Keep account of playing time, 
h. Subtract time for time-out. 
, c. Signify by a whistle (preferably of different tone from that of 
other officials) the termination of each playing period. 

RULE 4. DEFINITION OF SPEEDBALL TERMS 
Section 1. General 

a. Own goal is the goal a team is defending. 

b. Own half of field is that half of the field in which own goal is 
' situated. Vji.. 

c. Attackers are the members of \the team in possession bf the 
ball. 

d. Defenders are members of th^team wJiich is aUempting to 
gain possession of the baD. ^^^^--^ ^ 

e. Aerial ball is one that has beenVais^ into the air directly from 
a kick by one or both feet iand^Hclftdes the punt, drop kick, 

and kickup, or a thrown baD which has not touched the 
ground (Rule 9, Sec. 1, Playing Privileges). 

f. Ground ball is one that is rollings bouncing, or stationary on 
the ground. Although it may be in the air, it is still a ground 
ball until it is played into the air from a direct kick (Rule 9 
Sec. 9, Playing Privileges). > 

g. Dead ball The baD is dead and may not be played upon except 
as indicated by the umpire when out of bounds (eitlier at 
sidelines or goal lines), foUowing a score, after a foul, during. 

' timeout, and on a tie baD. 

h. Kickup is. a means of converting a ground baD into an aerial* 
baU, in which the player lets the baD'rolj^up her foot or leg to 

, her hand, or gives an upward impetus to the baD with either 
one or both feet. The baD. may roU up the leg, providing it is in 
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Bule 4. Definition of Speedball Terms 

the air ^before it is ca,ujght. or the player may lift the ball from 
the ground with the foot. . ^ 
Note: Before the ball is caught, either the foot must leave the 
ground or the ball must leave the foot or leg.gdi^|nko^t3le^;juB^ 

i. Closely guardeid. The defensive player guards within thr^e feet 
of the .player with the ball.' 
Section 2. Advancing the ball by n\eans of the feet 

a. Dribble is a succession of kicks forward in which the. player 
;. keeps the ball under control and advances it. 

b. Drop kick is a play in which a caught ball is dropped to the 
/,' ground and the player kicks it just as it bojunces. fr^ the 

ground. ,/ - ^A- v 

c. Pun^s a play in which a player drops a caught ban and meets 
the descending ball with the foot before it touches the ground. 

d. Place kick is.;a play in whiqh the player, with or without pre- 
liminary steps, kicks a stationary ball. The ball may be lifted 
into the air or kept on the ground. 

Note:' A place kick in speedball is taken in the following plays: at 
the kickoff, vor a free kick, and may be taken when the ball passes 
over goal line not between goalposts. . 

e. Free kick \s \ place kick'^from which a goal may be scored 
directly. It is taken by any player on the team that has been 
fouled during play of ai ground ball. 

f. Indirect free kick is a free kick from which a goal may not be 
scored directly. 

Section 3. Advancing the ball by means of ti^ hands * 

a. Passing is a movement of the ball in the air caused by a^ player 
throwing, batting, or handing the ball to another player, 

b. An air dribble i^^a plgy in. which a player, after giving impetus 
to the ball once by throwing or tapping it, touches it again 
before it has touched the ground or has been touched by 
another player. 

c. Free throw is- a throw taken by any player on the team that 
has been fouled during the play of an aerial ball. The throw is 
taken frojn the spot where the foul occurred* 

Sectiorf 4. Advancing the ball by means of the body ^ ^ 
a. Volhey is a play in which a player meets a ball which is travel- 
^ ing in the air, with some part of the body such as the head, • 

. hip, or shoulder. 

Note: This does not convert a ground ball to an aerial ball. ' 
Section 5. Means of stopping the ball 

a. Blocking the ball is intercepting the progress of the ball with' 
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^ . . .-^ 

any part of the body. % ground ball may not be blocked with 
the ams or hands unless they are held m contact with the 
body. » 

. b. TrappUj^ the ball is stoppling its flight by securing it linder the 
foot, between both feet, or between the front of the legs and 
the ground. • 

Section 6. Fouls • . " 

a. Afoul is an infringement ,of the rules of the game for which a 
free kick; free throw, or a penalty kick is awarded the oppo- 

. nents (Rule 13). 

b. Double foul is an infringement of the rules committed simul- 
taneously by a member of both teams for which a toss-up .is 
awarded. v . 

RULE 5. THE GAME 

Sectional. The game shall consist of four quarters of 8 minutes each, 
. with a 2-minute rest interval between the first and second and the 

third and fourth quarters, and a 10 -m inute interval between the 

halves. 5" 




The periods iftay be shortened by mutual consent of the cap- 
tains. . 

Extra tinje is permitted to allow for the playing of a penalty 

kick (Rule 7, Sec^.- ^ *i / * _ 

Section 2. The winner of the toss shall have the choice of either 
deciding which team shall take the kickoff or selecting the goal 
which her team is to defend. At the beginning df each -quarter 
thereafter, the kickoff shall be taken by the team which xlid not 
kick off at the beginning of the previous quarter. 
Section 3. Goals shall be changed at half time. 
Section 4. The game shall be commenced by a place kick from the 
cei^ter of the field in the direction of the opponents' goal. On the 
kickoff the ball must travel the distance of its circumference or 
27 inches from the kicker, either, diagonally forward or straight 
forward ♦of the center line, and may be lifted by the foot to a 
■ *teammate' The player who kicked the ball may not touch it again 
until it has first been touched by another player. No opponent 
shall cross the restraining line and no teammate of the one mak- 
mg the kickoff sh^ cross the halfwayaine until the ball has been 
kicked. * . ' , ' , , 

[Note: It is suggested; that the official hbld J^er whistle in order to 
deterjfiine /f any advantage is gained by a breach of this rufe. If no 
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advantage is gained, it is recommended that play be aUowed to 
. continue. < • . 

Penalty^ For any breach of this rule, a free kick shall be awarded 
to the opponents' at the spot where the foul occurred 
Section 5. FoUowing a score, the team which did liot^core shaU kick 
off. ^ • • ^ ^ 

RULE 6. TIME-^' V 

Section 1. Time-out may be tafcftn only when the' ball "is dead'or at 

any time in case of iiyury.^ . - - \ • 

Section 2 Time-out may be taken only when ordered by the umpire 
Section 3. Three time-outs, of two minutes each shall be allowed 

each team during a game. The fourth' and succeeding time-outs 

shall constitute a team foul (Rule 13; Sec. 2). 
Section 4. Time-out may be taken by the un>pire and not charged to 

a team in case of «yury, disqualification or any temporary 

unavoidable suspension of play. ' - ^ 

Section n5. Time-out shall not be grant|6i while the ball Is iA play . 

even -though the team reqlmsting it/shall be in pqssession of the 

ball. ' / ; , 

Section 6. -The clock shall also be stopped aftengoals, during penalty 
kicks, and for substitutions. - 

Section 7. The ball shall be put bx play aftertime-out in the follow- 
mgjnanner: . ' 

.a. // the ball is out of bounds when time-out.is called, it shall be 
put in play from out x>f bounds (Rule 8). . 

b. If time-out is requested: just after a foul is called, play shall be 
reslimed by putting iriio efT^t the penalty for the foul (I^ile 

c. ff rime-out is tailed after a goal has been made, the play shall 
be resumed bi^;iJdckoff. (Rule 5, Sec.,4). ' ' 

In case time-out is called unavoidably when the ball is in play, 
the play shall he resumed by a toss-up at th^ -spot where the 
ball was when time-out was caUed (Rule 10, Sec. 1 and Rule 8 
Sec. 3). 

e. After a goal is rhade, the clock is started again oaihe center 
\ kick. , . / w '^. 

f. * After a penalty kick, the clock is started'as soon\s the ball is 
• kicked. If the goal is'scored, time is out until the center kick is 

^ taken. 

NAGWS FLAG FOOTBALL^PEEDBALL GUIDE 



8 



v / ruleIscoringV V , < 

Section L Scoring shall count as follow^! . . 

Fleid gqal-2 points ' PenMty kick-1 point • • 

Touchdown— 2 points^ ' ^ . Drop kick— 3 points • . 

Section 2. A field goal shall be scored when a gr<5und ball is kick'ed 
or legally ^ven impetus with the' body so thi^t it passes ovfer the 
goal .line, between the goalposts, and under <he crossbar. If sucH a . 
ball is.last^touched ^y a defensive player but goes under the bar,^ 
. the goal shall count for the offensive side. A field goa^ may.'.bfe 
cored from any spot- within the field by any player*^ ■ ^ , 

Interpretation. In addition to the above, a /leld goal shall 
♦scored when a baD has beeil legally ^drop-kicked (Sec. . 5 for 
description) ^nd passes under the crossbar or falls to the-^itufid 
and Tolls 'or* bounces across thtf goal line under the crossbar and ' 
.* t)etween the goalposts. If, however, a drojp kick is started outside 
- tffe penalty area in th^fi^jld of play and the ball faH^ up.on the. 
ground, in thfe penalty area wiihout crossing Uie goal line", it may^ 
fhen be^played as. any ground hail with. the*possibilijfcy'of'*a fielcl. 
. / goal. A hi^ bouncing.^ound 6aH may -be legally headied' or 
shouldered into the 'goal to score a field goal. A ball 'cahnot.be 
pointed through to score a go;al. , ' . .V • 

^ Section 3. A touchdown shall '*bc. scoted by ^itj^^fl^pletibh of a - " 
. 'forward pdss, the ball being thrown. ^yjan^aiJ^'j^^ wh6 ls**» 

i ■ outside the penalty area'in-the. ffel<J,^f j^Sfv^d can^ arrd held " 
J_ /^by a teammate who is back 'of Ijpe exteh4in^ fronr 

sideline, to. sideline, with the exceptibn pj^ jajfe part between .the 
goalposts. pass . received.. by a'^!^}^et^5tei^ing behindVthe goal 
line between, the goalji<>§fc.ds^pa!^ot^ t{ie ball is awarded/ ^ 

^« to the defeftse out of bourtds. If the forward pSiss goes' over ihe^'" 
goal line and^^lincomplete, out-o?-bound5Jul^s'apply. ^ > - 

A pJayer'^carihol taHe a step' .$|ver the goaUine for the purpose , 
of scorifig a toCichdown. She must b& 'completely^ over Hhe line" 
^ . when the ball i^aught in order to scofe. \. " 

' ■ Penalty -If a touchapwn pass is :^tdrted from within the penalty: 
• . area, a free kick shall be awarded the defense from \ the ffye-'yard, - 
■ line: . ■ . * , . ^ ' ' • 

Interpretation, ff the forward .pass is legally intfercepted]*by a 
defense playei- wl^o is behifltd the goal line^ tiie^baU shall be 
aw^ed to 'the defense out of bounds. K thevbi^/JfeuChe^ the^x 
>ground in an unsucce$sf ul^eff ort'- to score 'a touchdown, it shall- 
remain in play until a sc^riW|f!nad£ or the ball goes' out of boun(|s 
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Rule 8. .Efall Out^Of'Bounds 

or is otherwise declared dead. If the baV is thrown between the 
goalposts a goal is not scored and out-of-bounds rules apply^ 

' « If a touchdown pass is legally thrown and £s caught simul- 
taneously by the intended receiver and an opponent, a tie ball 
is called and the toss-u^ is taken on the five-yard line opposite, 
the spot where the ball crossed the line. 

If a legal touchdown' pass, is thrown and there are two p6- . 
tential receivers, one of whom catches the ball and legally com- 
plete^the pass at the sam/e time that the other receiver is fouled 
against by an opponent, the score shall be awarded and also the 
penalty kick. This rule also applies to any other foTiTin the 
penalty^ area which occurs simultaneously with the scoring of a 
goal. If a foul occurs just previous to the act of kicking or pass- 
ing to score, the goal shaU be ignored and the foul called. 

After a touchdown has .been scored, the ball shall be resumed 
tor the center^ with the team scored against taking the kickoff. 

Settion 4. A penalty kick shall be attempted following a contact ^ 
foul by the defense in its own penalty 'area, or for a foul by the ^ 
'defense behind its own* goal Ikie during an attempted forward 

' pass -for a touchdown. This kick shaU be a drop kick and must be 
taken by any member \>f the attacking team. This kick scores 1 
point. (See rule 12 for complete explanation' ofthe penalty kick.) 

.Section 5. A drop kick is a'play in which the person with the ball in 

^ her han(^ drops it to the ground and kicks it as it bounces from 
the ground. A drop kick shall be scored when ttie ball has been 
legally caught and, after being played as above, goes over the 
crossbar and'between the upri^ts of the goalposts or their imag- 
inary extensions, provided ttie player taking the kick is outside 
the penalty area and in .the field of plaV (Interpretation, Rule 7, 
Sec. 2). 

Penalty -If a' drop kick is starfed inside the penalty area, a free 
kick yhall be awarded the defense from the five-yard line. 

RULE 8. BALL OUT-OF-BOUNDS 

Section 1. Throw-in > ' 
; When the baU passes wholly over the sideline, a player of the 
opposite team to that which played it out shall use a throw-in to 
send it into the field in any direction from the point on the side- " 
line where it left the field of play.^The player, throwing the ball 
must stand behind the sideline (not in the field of play) and ; 
throw the ball into the field with any kind of one-hand or two- 
hand throw. The ball shall be in play when it has left the, player'? ^ 

OFFICIAL 5PE£DBALL RULES FOR GIRLS AND WOMEN IQI 

' S3 
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hands, and may be played Sither as an aerial ball or as a ground 
balL The player shall not play the ball until it has been played by 
another player. No player may stand closer than five yards until 
. the ball leaves the throwei;^s hand. No goal may be scored directly 
from a throw-in. « 
Penalty-For playing the ball again before it has been played by 
another player, or for any other breach of the rules for the 
throw-in, the throw-in shall be awarded to the opponents. 

Settion 2. If the ball goes over the goal line.and does not score, 
whether sent out by attacker or defender, it shall be put in play 
at the spot where it crossed the goal4ine,.by a punt, drop kick, 
place kick,^or throw-in, unless the ball crosses the liie between 
the goalposts. In this case the ball shall' be put in play from 
behind the goal line at a spot five yards to the side of either goal- 
post. A playe^^of the opposite team may put the ball-in play. (lif 
the defense is' awarded the ball, it is usually put into play by one 
of the backfield players. If the attack is awarded the bail; it is» 
usually put into play by one of the forward line players.) All 
- . players must be five yards away until the .ball is kicked or thrown. 
Penalty-'For touching the ballji second time by the person who 
made the play, for not kicking it forward at least the distance of 
its own circumference (either diagonally forward or straight for- 
ward of the goal line), ^ for allowing the ball to bqunce on the 
line or within the field of play prior to a drop kick or; punt, qr for 
any other breach of this rule, th^ ball shall be awarded to the 
* opponents out of bounds. 



Section 3.j 






Im 







Section 4. A BaU sent out-of-bounds simultaneously by two oppo- 
nents is put in play by the umpire tossing up the ball between the 
^ two opponents who last touched it, at a spot five.yards in from 
the boundary line and directly opposite the point where the ball 
left the playing field.. All players except th» two taking the toss- 
up must be five yards away from the ball until it has been played. 
Penalty-For players standing closer than five yards, the toss-up^is 
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Rule 9. Playing Privileges 

taken over. If, in the opinion of the umpire, no advantage was 
gained, the play shall continue (Rule 10, Tie Ball). " 

RULE 9. PLAYING PRIVILEGES, 

Section 1. The ball may be caught or otherwise played with the 
hands when it is an aerial balU r.e., one that has been raise*d into 
the air directly from a kick (a punt and a>drop kick are included)! 
A ball thus raised into the air remains an aerial ball until it again 
hits the ground. An aerial ball that has been caught may be 
passed, air dribbled, punted, or drop-kicked at option. An aerial 
ball not yet caught may be blocked in any wafy by the body. A 
body block includes kneeing and kicking as well as playing with 
the head, shoulder, arms, etc. An aerial ball met with a body 
block remains an aerial ball until it hits the ground, ' 

Section 2. A ^ound ball is one that is stationary, rolling, or bounc- 
•^ing, even though it may be in the air; when it is bouncing, the ball 
is ruled a ground hall until it is again raised into the air directly 
from a kick. A ground ball may be kicked, headed*, or bounced 
off the body. It cannot be played with the hands or the arms. The 
use of the body, other than the foot, on a ground ball does not 
convert a ground ball into an aerial balL 

A ground ball may be Converted into' an aerial one by the fol- 
lowing methods:* 

a. By a lift to oneself or another player, i.e., placing the "foot 
under the ball and lifting it into the air fro'm its ground posi- 
tion so it may be caught before touching the ground- . . 

b. By a kick up to tSheself i.e:, snapping one foot from the top of 
the ball, as is done With a racket in picking up a tennis ball. 

c. By a two-legged kitk up to oneself, i.e., by securing the ball 
between the ankles, then jumping into the air and, with a 
quick knee flexion, placing the ball in position for catching 
with the hands before it touches the ground. 

d. By allowing the. ball to roll up the foot or leg to the hand, or 
by' giving xfp>yard impetus to the ball with either one or both 
feet. ^ ^ . V 



Selction 3. A player may dribble the ball with her feet* at-will, or. 

drop a caught ball to the ground if she wishes to kick cnibble. 
Section 4. A player may air dribble an aerial baH once, i.e., give 

impetus to the ball by throwing or tapping it, then touch it again 

before it has touched the ground once or has been touched by. 

another play^r.^ — 
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. interpretation, An illegal air dribble is one in which the ball is 
own into the air more than once and is touched or regained 
ch 'time \>y the ^rson who originally/gave impetus to the balL 
•fumbled catch is'not to be considered an illegal air dribble, 
on 5. A player nuy take, or tap an aerial ball from an opponent, 
n 6. Goalkeeper's Privileges 
goalkeeper within her own penalty area may h^dle the ball. 
; may— , ^ • 

1. Pick the ball up. " ' . • 

b. Bounce the ball once. / ' ' 

:. Punt the ball. . ' t ' » 

j. feop-kicktheljall. 

? .Throw the ball. ^ ^ 
Combine a bounce with a punt, or a drop kick, or a thro)v. 




h. Take two steps with the ball in her hands preceding apunt,.a 
drop kick, or a throw. The privilege is denied if the punt* drof^ 
kick, or throw is combined with^a bounce. ^ • ^ 

A goalkeeper may -not— " ^ 

a. Delay the game by holding the ball longer than three seconds. 

b. Cury the ball. Carrying is called when the goalkeeper takes 
more than two steps whBe holding the ball. 

c. Bounce the ball faort than once. . 

d. Take two steps with the ball if she combines a bounce with a 
■ punt, drop kick, or throw. • 

Penalty -An indirect free kick'is awarded for an infringement 
of any ruli governing goalkeeper's privileges at the spot where 
the infringement occu/red. 
Section 7. A player who is standfai^;still'>^en catching the ball from 
a kick or pass may move either foot in any -direction provided 
that, the other foot stays at its initial point of contact,«but she 
must get rid of the ball before a second step is completed. If 
running, the player may use two steps in coming to a stop or in 
releasing the ball: Violations of this rule shall be known as ^trav- 
eling with the ball." • V 
Section 8. A player may legallj^guard an opr^oi^nt who has the ball. 
Guarding with one arm in a horizontal pfaw^andthe other arm 
up or down is a legal position. No holflingJcnkrging, pushing, ors 
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/Rule 10. Tie Ball 



blocking is gi^pmitted. Persons must play the baD and'aot their 
opponents (Rutetrz, and Rule 13, Sec. I)." 

' ^ ^ ^ RDLE 10.TIEBaLl 

Tic bail occurs when two players of the opposing team place one or 
. both harids firmly on the ^baD at Uie same time, or when a player 
.places one or ^oth hands, firmly on the baD already held^y an 
opponiMit. A tie must be made withQut 4)ersonal confect with the 
body of an ot)ponent except for the hands. The hands are considered 
part of; the baU. A tie baD may als6 occur when two players of 
opposing 'teams momentarily hold the baD, between their feet. 
This must occur^ithout personal contact. ^ 

A fool shaD fee caDed'on a player who-' ' * . 

a. Pulls or spins an opponent into an off-balance position while 
trying to tie the baD. , • 

» b. Makes personal contact in attempting to tie the baD. 
By mutual agreement pf . the captain? before tife game starts, 
plaj^ers may be prohibited from tying the baD already held by an 
, opponent. ■ * t 

^ ir,tw6 players of the same team tie the baD^and the umpise-: 
" sounds her whistle in. error, the baD shaD be put iri'pla;) from out of' 
bounds at the sideline by one of the players. 

-When the baD has been tied by more than two players, one of the 
players from each team shaD be selected by the umpire to jiiWp. 
; -When a tie baD occurj, the umpire shaD toss up the baU Between 
the two opponents in a* plane perpendicular to the ground to a 
height greater than either of them can reacK^when jumping so that it 
wiD drop -between thgjn. The Iwo players shaD stand within an imag- 
inary circle (six-fadt radius), each with her back to her own goal, 
until the baD is tapped. The baD must be tapped after it reaches 
the highest ^oint by one' or* both players, using one or both. Kinds, 
and may be tapped no more than twice while the players are within 
the imaginary circle. Neither player may catch the baUj,HowtfVer,'if 
the bdD touches the ground after being tapped, either player may 
then play it as a ground ball AU other players mus^ be five yards 
away until the baD has been tapped. 

No score shaD result fro A a" tip-off which 'is caught beyortd the 
'goal line. Should the baD be Daned out of bounds by either player, 
regular out-of-bountis rules-shaD a^ly (Rule 8). 

A toss-up on the spot where the fouls occurred shaD be awarded 
after a double foul. No toss-up shaU be taken nearer than five yards 
to a boundary line. • 
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Rule 12, Penalty Kick - ■ ^^T:^ ^ ^ J> 

Penaltyf. ; . , , 

*L For a* 'foul on'ih€ toss-up, a free kick shall be qwarded the 
opppnents on the spot where the Jjreaqh occurred, • 
-2. For players, except thfi two faking the toss-up, standing closer 
^ than five yards, the toss-up shall be taken again; if, in the 
. opinion of the umpire, no advantage was gained, the play shall 
'continue-. ' , 



RULE 11. FREE KICK-FREE THR( 

When a foul has been coillmitted by a player outside her own 
penalty aita, a free kick is av^ded when the foul was made during 
the play of a ground ball and a free ' unguarded throw is awarded 
when the foul was made during the play of am aerial ball. No player 
shall approach within Hve yards of the ball imtil the kick or throw is 
taken. Play begins when the bail is Icicked ^ throyn. The ball must 
travel the«distancc of its circumference (27 inches)! It may l>c played 
in any direction. It may be kicked up to,another player. The person 
awarded the kick or, throw shall not -pl^ the baU again unm if, is 
pWyed by another iJlaycr. . «> . 

^'nalty- : , - / - • . 

i. -//i the event of a player kicking or playing^the ball a second * 
time while taking a free kick,^ free 'kick shall be awarded to 
theiopppnents wh&re the breach occurred 
^2. In the event of a player playing the bail a second time while 
taking a free: throw, a free throw shall ' be awarded to the 
' V OPPQJ^^^^ where the breach occurred, 

7. In case the ball is not kicked the distance of its circumference, 
a free kick shall be awarded the opponents, 

4, If the opponents tome closer than five yards and gain an ad- 
vantage, the free kick or free throw shall be taken again by the 
same team. If no advantage is gained, the play' shall continue, 

5, If a teammate of a player taking a free kick delays the game by 
standing clo^r than five yards, the.oppon'ents shall be awarded 
a free kick, A free throw is awarded to' the opponents when 
the delay occurs white taking a free throw, 

RULE 12. PENALTY KICK 

A penalty kick shall be award^ the attack following a contact foul- 
by the defense in its own penalty area, 6t for* a foul by the defense 
behind its own goal line durii^ an attempted forward*T)ass for 
touchdown. This kick* shall ,be a drop kick, and must be taken by 
any niember of the attacking team (usually taken by a forward). The 
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. Rule 13. Fouls 

kicker standing behind tfie penalty kick mark, after the umpire has 
blown her whistle, may then attempt to drop-kick the ball between 

•MK Only the.defend^^^dk^^S^^QowI'd^^ 

this time, and must ^tand behind the gokl line until Ihe ball is 

kicked. : , J 

On penalty kicks, the teammates of the kicker and goalkeeper 
shall not encroach upon the penalty»<area until the ball has Been 
kkked. The teammates of- the Icicker-nrust be in the field of play. 
The teammates pf- the goalkeeper may J)e behind the goal line (ex- 
cept betweeni^e^^ ip^t^ ^^^^^^^ players must 

the ball has* been kicked and may not obstruct a free path to the 
goal If the ball does not go between the uprights amd over the cross- 
bar, it shall be considered a free ball and played' with .all the possi- 
bilities of scoring. The kicker may not* play the ball a second time 
unftl it has-been touched by another player. If a goal is scored 'the 
team scored against takes the kickoff. . ^ ' / 

A field goal cannot te scored directly from, a penalty kick. 
• Penalty ~ ^ ■ , 

1. If an attempt to drop-kick results in a punted ball, or if any 
type of kick other than a drop kick is executed, a free kick 
shall be awarded the opponents on the penalty- kick mark, 

2. If the player plays the ball again before it has been played ' 
upon .by another player'/ a free^ kick- shalCBe^^ny^arded the 
opponents on the spoj where the seco^id^kick occurs. 

3. If any member of the attacking side encroaches upon the 
penalty area before the ball has been kicked, a free kick shall 
be awarded the opponents on the penalty kick-mark. 

4. If any member of the defending side encroaches updn jhe 
penalty atea before the ball has been kicked, the penalty -kic]c - 

. shall be taken again. . • , ^ ' 
. . i. If the player taking the penalty* kick permits the ball to- 
^ bounce o(i or over the penalty kick mark prior to taking^the 
. . kick, a free4cick shall be awarded the opponents. 

If a pend^ kick^ has been awarded and the whistle sounds 
for quarter, hplftime;-or game, extra time shall be allowed'to 
. perrriit the penalty kick to be taken. 

' * -> " • . ' 

RULE 13. FOULS ^ ' 

Section 1. Individu^ Fouls. An individual foul 4s any foul involving ' 
and charged to an individual player. A player may be disqualified ' 
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Rule 13. Fouls / ^ ^ ^ ^ 

for a single offense, fftdividual fouls sh^ include - 

a. Blocking. Phonal contact which impedes the progress of /n* 
opponent with or without the ball/Forms of blocking include 
contact resulting from an opponent's entering the path of a. 
moving player without giving that player a chance to stop or ' 
change direction, or- impeding* the progress of an opponent by 
holding both arms fully extended horizontally. 

b. Charging. Contact resulting from a player moving her body or 
the ball into an opponent whose position or path is already 
established. Contact caused by the momentum of a player who. 
has thrown the ball is a form of charging. 




Pushing. Thrusting an opponent away by contact witl 
hand, arm, or body. ■ , ' - . 

f. Tagging.' Repeated • torching of an opponent with the ixand, 
elbow, Qr body,. . ' . 

g. Hacking. 

h- Holding. « * . ' 

i. Tripping. " 

y. Handling the ball Touching a ground baU wjth the hands or 
arms unless the hands antt arms are in complete contact with 
the body. , ' . 

k. Traveling with tlie balL Taking more than two steps while 
holding the ball following a run, or progressing more than one 
step in any direction while holding the ball at any other time. 

1.. Holding the balL Retaining p.ossession of the bail in the hands 
more than 5 seconds in bounds if closely guarded; taking more 
• than five seconds on a free kick or throw or out of bounds; 
taking more than 10 seconds on a penalty kick. - ' 

m.Unnecwary roughness Committing any act whkh might 
cause injury to an opponent; this includes pulling or^pinning a 
player into an. off-balance position while tryii^ to taker the 
ball, kicking the ball from the hands of a. person who is pon-> 

. verting a ground ball into an aerial balT, or kicking a hard ball 
directly into a player standing in close range. 

n. Threatening the eyes of the player in possession of the ball by 
using the hands in a dangerous manner. ' * 

o. Delaying the game by unnecessary interference on out-of- 
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Rule W, Pen8ltie$ For Fouls 

• bounds plaVs and unreasonable delay in taking oosition on 
free kicks ancTpenalty kicks. 
p. Air dribbling the ball more than -once. 

q. Drop-kicking for a goal or attempting a forward pass for a 
» touch^own.while within the penalty area. 
Section 2. Team fouls shall include- 

a. Taking more than three time-outs in a gariVe ' 

b. Having more than 1 1 players pn thc-ficld at one time by one' 
team, » : ' . 

^' r^^^^^ substitution in one of the foUowing ways*. 

( 1 ) Substituting when the ball is in play. ^ ' 

, (2) Going onto the/field of plajr without reporting, to the- 
^mfe"' nearest umpi^ before entering the 

^^^LV^.i!^ ^ considered a foul until play has started. 

Whenever the failure to report is discovered, play shaU be stopped 
fbr^the penalty kick, which shaU be played as aiiy other penalty 

Section 3 A player is automatically disqualified and immediately 
removed from the game when she has committed either of the 
foUowing: * 
a. Fivfc personal contact fouls, 
- b, A single disquaUfying foul which is' rough or dangerous play 
: playmg continuously with personal contact, or unsportsman- 
like conduct/ ♦ y 

RULE 14. PENALTIES* FdR FOULS 
Section 1, Indi^dual fouls made by— 
/ a. A player outside her own penalty area; a free kick where the 
fpul was made during the play of a ground ball or a free 
unguarded throw if the foul was made during the play of an 
aenal ball. . - ^ 

, b. A defensive player making. a coijtact foul within her own 
penalty area or behind, own goal line: one penalty kick, 
•c. A defensive player making a nop-contact foul within her own 
penalty area &r behind own goal line:. one indirect free kick 

d. An offensive 'player within her own penalty area: an indirect 
free kick. . . ^ 

e. An attacking player behind opponent's goSl line; a free kick or 
throw on the goal line opposite the place where the foul 
occurred. 

Section 2. Team fouls shall award the opponent one penalty kick 
each. , ■ ' . 
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^u\e 14. Penalties For Fouls 

i 

Sec^tion 3. A player may be disqualified and removed from the game 
.if she plays roughly or dangerously or after being warned' she 
^ displays poor sportsmanship. A free kick, or thrQ,w, or penalty 

kick, as the case may be, is awarded to the opponents^ 
Section. Double foul made anywhere on the field including th^ 
penahy areas: A toss-up where the fouls occurred between two 
offenders. • . . ' . 

{Exception: If a dou^ble foul occurs withki five yards of a 
boundary Hne. the toss-up shall be taken opposite the spot where 
the fouls' occurred and five yaYds from the boundary line.) 

Double foul behind the goal line: A toss-Cip between the two 
offenders 'on the five-yard line opposite the place where the fouls 
occutred. ^ * ' 



INTERPRETATIONS . 
Questions may be sent to; 

JANE COOK 

Swartz Creek High School 

Swartz Creek, MI 48473 
Include a self-addressed, stamped envelope and refer to the 
nu'mber and section of the rules to wKich your inquiry refers. 
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• •lO-njinuleintcnniaon between balvei ? 
I' Choice of which tcanishall take ihe kickoff or seiedion 

of foal awarded to captain winning to&> 

3. Goth shall be changed at half tinie, 

4. Ginie started by place ki(;k on center line in direction of' 
Wnerits goal Ball must be kicked at least the 
distance of its drcunfertnce. it nay be lifted to i 
teaounate. ^ 

5. PUycr taking kick-off nay not touch bafl again until it is 
pliyed by another player. 

* 6. On I kickoff, no opponent shall cross the res^ 

hne Md no tunoute of the kiUer nay cross the center 
or halfway bne until baU has been kicked by player 
^ tikingkicfcoff. . i 



» 

* Coinp!UbyHELENM.BARTOII 
Univei9tyo(lllinod[Cliitago 

flevisdbyKAYBRECHTEl^^UEil 

. , -Southan) Illinois Uniimsty.i:^ 

• M ,1* • . 

. 7. Extra ttme.is permitted to allow for playint off i 
. penalty kick^ ' • - 

8. T#H)ulispnled6n!ybyun)piiewhenbaI14$dead;, 
9 JoUowtng a^litean scored against , shall kickofr 

tibstltitis(Rule.2) .V ' 

1. May be.put in only when bJiIl is not in pity. A tean 
time-out niiy be used, forsubstitution. 

2. Must report to scorer, and then to umpiit nd be' 
recognized before entering game. . ' 

3. Except for a disqualifying foul iplayer nay reenter iny 
number of times. 

4. If a team has fewer than nine players, that teimiaD • 
forfeit thegane. ' 

SG0rii|(Rule7) ' ^ 

Nkick. 3p5|jt.. 

Twchdowrt . . :...,2pointi 

atl-::::;;:::::::;::::::::::;®- 
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, yv. MukifoftliiGimi 1 Kidoff. . Caterfbrttri * 
^ (RuleS) I 



Center of hilfwiy Teinimtes behind hilfny 
line. lini.Opponent»belund 
retraininiline. 



BaOOutofBoonds 
KOve'r sideline. ! 

2. Over goi] line with- 
'ofitscorisi ; 



Throw-in 
(RukS) 

Baltputinpliy 
by- • 
Phcekick 
Punt ' , 
Dropkick 
Throw-in 
(RuleS) 



2 

\ 3!6ytwoplayen^sio]Q^ ToQ-up. , 
(A taneotuty. (Rule 8) 

n 

r • . 

0 Til Bill Tossiip* 
u (Rule 10) 

0 , 

0 
H 
B 



Halfback. 

^player of opposite' 
team-usoally: 

1. Aforwantineplayer, 
if taken by attack. * 

2. Fullback or|oalkeeper» 
if taken by defend.' 



At point.wheie bail All otherplayen five yardi 
left field of pliy. , iway. . • 

At spot where ball . AQ other players five yirdi 
crosseigoalline. . away.* 



Two playen hitting it 
out. 



Two ptayen tying the 
bail. 



Five yards fro^ All otherplayen five yirdi 
boundary line, pp- away, 
poiitc where ball' ' ' '. 
left playing field. 

On spot whett tie All other phyersfive yards 
occttncd.(Nol away.-, . * 
nearer than five ^1 
yardstoboan- ': i 
daryline.), v ' 



> Fouls 

.p I Individual: kicking, 
0 - - tripping, tagging,' 
J. ; handling. traveling, 
backing, blocking, 
holding, pushing, 
'dtngerouslickingi— 
chaiging the goal- 
■ kttpcr. 

a. Outside own pen- 
'.aityarca. , 



Free kick. 
Free throw. 
(Rule 14) 



Halfback. 



Ifberefouloc- N 
curred. 



All otherplayen five yodi 
iwiy. ^ ^ 



0. b. Within own pen- 
" lltylrelorb^ 
o bind own foal line 
. bjfdefeoie. , 



Penal^ M by Best drop kicker. | Q C| . ^ ^ 
(Riik7) 



l.All-playen must be five 
yards away ffon kicker 
aodnustnotobsMi 
free path from her to 



0 
0 

> 

p. 
r 

a 

c 

r 
n 

(A 



0 

in 

VI 



field of pliiy outside 
' . penally m. ^ ■ 

3. Goalkeeper behind goal 
line and between goal 
" ' posts. 



c. By attack behind 
' opponent's goal 
line. 


i^kick. 
Ibthrow. 
lRul^l4) 


Fullback. 


On goal tine oppo- 
site where foul 
occurred. 


1 . . . 

Attackers five yards away. 


d. By offensive team 
in own penalty 
nea. 

IS 


Indirect 
free kick. 
(Rule 14) 


Forward line player. 


On spot where foul 
occu^d.(Not, 
nearer than five . 

' yards to boundary 

line,) 


r " ■ 

All players five yards awiy. 

\ 



t Double 

(1) On field of play I.Toss-up. 
' or in penalty 

irti 

(2) Behind goal 2Jos$-up. 
line. 



Two players who fouled. 



Two players who fouled, 



On spot where foul 
occurred. 

Onfiv^yard line 
opposite wKere 
foul occurred. 



All other pbyers five yards 
away. . ■ 

Allolhei players five yards; 
a*ay. • /. 



in;, icore 



TofliFc 

Team;. nJ&re than 
. lhieetinieH)uts,fail* 
urt to report substitu- 
tion to scorer or.unj^ 
" 'p ii t;' h om hanil — 
players on field by 
one team. - 



Penalty kick. 
(Rule 14) 



Best drop kicker. 



Penalty kick mark. 



* 

Goalkeeper behind goal ' 
. line between goalposts. . 
Player taking kick b^ 1 

hind penalty kick mark/k 

^ 



2. Disqualifying: 'rough > Free kick, throw, 
or dangerous play, or penalty kick, 
unsportsflunlike con* as case may be. 
duct, etc. « (Rule 14) 



Halfback, fullback, best Where foul occuntd ' Same as above for free '" 

. drop kicker, depending or penalty kick . kick or penalty kick,' 

on situation. mark, asm may . 

J)e. . • » . 
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^ • Rule Sec* 

* Aerial ball t f 9 1 

Air dribble „ 4 3b 

Ball 2 .4' 

Blocking the ball .4 5a 

Bounciaty lines ^ . 1 2 

Gostumcs ^ 2 2 

Dead ball . , : 4 ? Ig 

Definitiorts of terms T . . - 4 

Disqualification ... ." . . t ' 13 '3 

Double foul ^'J ... i 4 ^ 

Drop kick 7 5^ 

Enforcing rules t.....^iv3 - 4 

Equipmenf: : . ^2 

Field" !'l - 

Field goal M • 2 

Fouls \ \ 1 J3 - 

Free Kick ." . , \ . \ A " 2e 

Free kick-Free throw ]i I 

Free throw » 4. 3c 

Game .'. . 5 

Goals ..: 5 " 2,3 

Ground ball ... ~ . --.^ .-r^ ! - .1 . . .'.-4 If- 

Guarding : . . . J . . 9 8 

Indirect Free kick ./ 4 -2£ 

Kickup •. 4 

Officials .\ 3 

0ut of bounds : /! ! 8 

: ?cnahy Ijick ; 12 

' Players .'. 2 . i 

Playing privileges . 9 

Scoring \,, 7 

Substitutes.' ..: \ \ 2 4 

Throw-in % ■ .! 8 - 1 

Tiebal> ..5-. .10" 

.Timcifct ..: ..6 

Toss-iji 10 

Touchdown 7 3 

Vblley 4 4a 
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_ Techniques of Officiating Speedball / 



, This article was. prepared and edited, for the l^fAGWS Socccr- 
Specdball-Flag Football Guide by staff merrCbers of the depart- 
ment of physical education for women at the University of 
Nebraska, Lincoln. . i " 

Note: Changes or additions in wording from the previous Guide have 
been indicated by shading. . > . 

Revised by JANE COOK 
1. GENERAL 0 ^ 

A. QtttfificttiGas - / ' 

1. An umpire should know the rules and techniques of the game 
thoroughly and* must be a.ble to make dedsions^quickiy and carry 
them out decisively. 



B. Procadaras 

1 . Know the-'cxact date; time and place of the j 




^ 



ive at least 15 to 20 minutes before game time. 
^ 4 , Wear a riarV-cn lnreH skir t, wMtia hlQuse, and/br j acket, Cl e^tedjMi 
nonslip shocJ^arc desirable. 

5. Wear a whistle oo a lanyard. 

6. Have a current NAGWS Flag Football'Speedball Guide zvaH- 
able. , ' V 

- 7. See that an extra game ball is available at the scorers' table. 

/ n.GA$fE PRELIMINARIES 

A. With Othw^pire 

1. Meet with the other umpire to decide which side of the field 
each one is to' take. Each umpire shall stay on tfie same side 
throughout the entire game. 

2. Confer with the. other umpire to review divisioios of. the field.* 
The field is divided diagonally (Figure 1). Each umpire is respon- 
sible for the sideline nearest her/him, and the goal line to her/his 
right. Exceptions; Each umpire shall' take jump balls on her/his 
own side of the field, as if the field were divided longitudinally. 
(Figure 2). 
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3. Review arm signals with the umpire (inside back cover)^ 

4. Discu^ Jieed for assistance in calling the play when the umpire is 
blockc(f from viewing plai^ in her/his.area. ^ 

5. Ask the oth^r umpire to iSsist in determining Whether or not the . 
field goal is' good. The official on the far «a may move onto tli&^ 
field MChcn anticipating a field goal attempted to be at a betted 
angle tor making the decision. 

6. The umpire on the side nearest the scorers' table shall re^gnize 
substitutes. . ^ 

7. The umpire on the side nearest the scorers' table shyu give the 
time-in signal on the x:enter kkkpff. v— . 

1. Check itlteyplaying field and adjaicent area for hol^ and other 
safety hazards. ' j '' . ' ^ 

2. Check the goalposts to see if they 3te official. , ; 

3. Check the field markings. If the markings are incorrect, have 
them conect^d if possible. . , 

4. The scorers' and timers' table should be far enough away from 
> the sideline as not to interferevwith play and the progress of the 

umpire along the sideline. X - * 

C* Eliytn . . • . - 

1. Remind tl^^ptains that names of players on the teams should 
^ be in the scbrcbook ijrior -to game time. 
_2^Jieet_gathjaptains, Introduce um 

4. Toss a coin. The Mptain winning the toss shall have the. choice of 
taking the kickoff jDr selecting the goal.her team is to defend. The 
other daptain has the remaining choice. 

5. Call all Vlayers together to 

a. JExplain any local ground rules. 
■ b.*'Ppint out hazards which might exist on or near the playing 
' " -field, ^ . V 

c. Ask if there are any questions; Suggest that questions which 
may arise during play may be asked between quarters, ^ 

D. Otfctr Officiak (Tifntfs, Scorers, and Lintsmtn) 

1. Review arm signals. . 

2. Timers • > \ 

a. Check with timers to sec that they. Understand their duties. 

b. Ask the official timer to handle the ."game watch and to watch . 
' and signal when time has expired in ea^rh quarter. 
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• ; c. The official tiifier siiaD follow the umpire during the last half 
minute of ^yingsjime so play is stbpijed immediately, 
d. Ask the other timer to check the playing time and to watch 
and take charge 6f time^for- the tim^K)uts. * » 

3. Scorers ' 

a. Check with the scorers to see that they understand their 
duties. \ ^ . 

b. Ask the official scorer to take charge of the- scorcbooW and 
notify the nearer umpire immediately when a team has taken 
more than three time-outs or made an illegal substitution, / 

- c. Ask the other -iscorer to check tKe scorebook throughout 
gamc.^ • ' »^ 

4. Linesmen 

a. .If linesmen are assisting, che^fk to see that tliey understand 
their duties. ✓ ' . • " 

E. US8 of Whistle 

1. A short blast on the whistle shall indicate halt of play for j 
tie ball, but-of-bounds, or for injury. 

2. Use a longer whistle blast to designate a score and the end of a 
quarter.. * . , ' • - 

3. If play docs not stop on the first whistle, use several blasts', ' 

F. Arm Signals * ^ 

(See illustration^^on inside back cover.) * 



r / ^oul. 



m. GAME PROCEDURES • 

A. Putting the Ball in Ptey 

1. General 

a. The umpire onto whose half of the field the ball is to be 
kicked shall; be near the jrestraining line and ahead of the ball. 
This wfll enable her/him to be in line with the ball following 
' V the kickoff and at the same time to check that the defending 
\ team does not cross the restraining line before the ball is 
jkicked. 

b: The umpire on the opposite sicfe of tlie field shall watctothe 
^ kicking team to.*see that they do* not cross the halfwnaiy line 
before the baD is kicked. She should also check that the rules 
-concerning the kidcotUtself are observed. ' • 

2. Start of game and beginning of quarters * 

a. The umpire shall see that the baD is in the proper place forithe 
kickoff. 



-lie 
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Following a score . ^ ' 

a. The umpire on the half of the ficW the score was* made, secures 
the ball and brings it back to the halfway line. 

b. The umpfire who is on the side of the field of the scorers' table 
/ ' shall signal by whistling that the kicjcoff may be made. 

B, Foab Md PMttWts ' ' 

To indicate a foul, blow the 'whistle and extend the arm in the direc- 
tion the free kick or free throw is to be taken. ' r 

. 1. Individual fouls. 

a. Foul by player outside her/his Qwn penalty area: ^ 

(1) A free kick or throw shall be awarded the opponents at 
the spot"* where the foul occurred and tbe umpire should 
stand opposite that spot at the sideline. » 

(2) See that all the players are five yards away from the play- 
er takmg the free kick or nee throw. 

(3) For any breach of rules by players taking free kicks or 
throws, award the balhto the opponents at the spot where 
the breath occurred, ' \ 

(4) . For any breach of rules ]^ the opponents where they gajn 
aji advantage, retake the free kick or throw. If no advant- 

, age is gained, continue play.'* 

'b. F oul by a (fefe nsive player withi n her /his own penalty area or 
" behmd ner/ius own goaTliner 

(1) Award a ^eiiilty kick to the opponents behind the pen- 
alty kick mark. Note: If the player fouled against was in 
the act of catching a legal forward pass for ^ touchdown 
and the foul prevented her/him from scoring a touch- 
down, a toucljdown will be scored and one penalty kick 
awarded, r 



(2) The kick may be taken by any player. It mustlbe a drop 
" kick and may be taken after the umpire blows^he whis- 
tle. ^ ; 

(3) If the ball goes between the uprights and over the cross- 
^ bar, one point shall be awarded to the team and a signal 
^ : given to the scorekeepers. To continue play, the. team 

scored against shall kick off with a center kick. 

(4) If h6 goal is scored, the ball li considered a free ball 
^and may be played with the possibihty of sco4ng. 

(5) If any kick other than a drop kick is executed, award a 
frec; kick to the opponents on the penalty kidc mark. 
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(6) If the kicker plays the ball before it has been played Jb^ 
anpthef player> aw^r^^e opponents a free kick where 
the second kick occtirred. - - * 

(7) If any player moves closer tiian five yards to the kicker 
or a^ member of the attacldhg team enten the penalty 
area before the kick, award a free k^ck to the oppo- 
nents-op the penalty kick mark. 

' (8) If th^ defending side encroaches upon the penalty area 
before the ball has been kicked, retake the penalty kick. 
(9) If th^Vay^ taking tiie penalty kick permits the ball to 
bounce on or over the penalty kick mark prior to the 
% ^ kick, award a kick to the opponents. ^ ' 

(10) If a penalty kick has . been awarded and the whistle 
yj- sounds fbr»a qiwater, halftime, or game,' allow extra time , 
• , to take the penalify kick. . , 

c. Foul by the offensive player within her/his own penalty area: 
an indirect free kick. . * 

d. Foul by *an attacking player behind opj)onents' goal line: 
' Award free kick on the. goal line opposite the jlace where 

the'foul occurred. r * 

i Double fouls 

a. Award a tossup to the two offenders. The tossup shall be"tak- 
en on the* spot where the foul occurred, although not closer 
..j^^ than five'yards to the nearest endline or sideline. 

D. If a double foul occurs behind the goal line, a tossup shall be 
taken five yards into the field of play opposite the spot where 
V the foul occurred. 
3. Team fouls — — \ — 



a. If a team has more than three time-outs or more thanll play- 
ers on the field, iward the opponents a penalty kick. 

b. If a player does not report to the scorer or umpire before en-, 
tering the game, wait until the gam^ starts 3nd then award a' 
penalty kick. * 

4. Disqualifying fou ls \ 

a. Call a foul ^dB^^BBI 

b. Remove the player frona the game before the penalty is taken, 
c Beckon substitute 

d. Award free kick or throw or penalty kick depending on 
where the foul is committed^ . 

e. If the penon'makes.a fifth personal contact- foul, remove' 
her/him from the game before the pen^ty is taken. 

C JpmpBall J ( 

1. When a tie ball occurs (Figure 1), blow whistle and give the signal 
for a jimip balL (Umpire should call fouls closely if they occur*^ 
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when a player attempts.to tie a ball -held by an opponent.) Move 
into the field to a spot where the ji/mp is to be taken (Figure 2). " 
2. Jump balls are to be taken ian the spot < where the tie occurs, al- 
. though not closer than five yards to the sideline or thc'goal line. 
Should a tie occur within five yards^of,out of bounds, the jump 
shall be. taken directly opposite the spot but five yards^in from 
the boundary. ^ J , I 

'3. The umpire tossing tie ball is rcspehsible fdr violations by jump- 
,ers. Jumpers should remain on their own'^side of the im^a^^ary 
circle; all the other players must remain five yardsaway iqitil the 
ball has .been tapped. The whistle should be^lield cxi a violation to 
giye the jumpers an opportunity to tap the ball.m an offending 
\ team does not gain an advantage, the umpire -Should hold the 
whistle. \ ^ 

" - ' "■ 

. D. Out-of'Bounds 

K A whi^e £s blown only when needed to stop olay. 

2. The uiftpire names the tc^am entitled to the ball and indicates .with . 
arm in the horizontal position the direction the throw is to be 
taken. " , . * 

3. If an out-of-bounds occurs on own side of the field, stand at the 
spot where the throw^n is to be taken. 

4. If an out-of-bounds is to be taken on the opposite ade.ot the 
field but in owp area, remain on sideline bufdirectly across 
the field from whfefe the throw-in is to be taken. 

5. If an out-of-bounds occurs at the goal lin^, see that the ball is 
placed w here it crossed the g oal line, altho ugh not closer than 
five yards to the nearest goalpost. " ' * , 

6. AlLplayers must be five yards away from the player taking the 
k^M^ (goal line) or throw-in (goal line or sideline). f 

7. F<»ny breach of rules by the team putting the ball in play, give 
, thil||ball to the opponents out-of-bounds. 

8. For any breach of rules by the opponents o.f the team putting the 
}>all into play, repeat the play, unless the offendees gain no ad- 
vantage. . 

9. For a ball put out of bounds simultaiieously, call a jump ball five 
yards p from the spot where; the ball went *out-of-bounds. 

E. Timt-Oot » * 

1. Blow the whistle, raise a heand overhead, and call 'Time-out." " ' 

2. Time-out sheuld be called immediately for iiyury. 

3. A team request for -time out (other than for ipjury) shall be 
called only when the ball is dead. The ball is dead when out-of- 
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bounds (ejther at- tlte sideline or goal line) following a sTiore or 
after a foul or a tie ball. " ■ ' , 

4. . Note where the ball is when a time-out is called. • 

F. Timt-ln 

1. See that the ball is at the spot where it is to be put in play. . *. 
»2. When the ball^is to-be put in play from out-of-bounds. Raise' one 
arm* overhead *as the ball is given to the player and drop arm 
.sharply as the ball-touches a player on the fie^. 

3. When the game 'is restarted by a j\u(mp ball, tmie-in shall be taken 
as the ball is tapped. ' 

4. When the game is restarted at ^he center line or with a free kick, 
' say *Tinie ixi with the whistle" and blow the whistle. 

■ . ^ • " 

6. End 9f Quarters and Halves 

1. Recognize timer's- whistle*with own whistle and say "End of first 
^ quarter" (Half, third quarter, game). ' jl 

2. Secure the game balL Do not permit the practice with the ball 
during intermission. - ' ^ 

3. The umpire on the side of the field of the scorers' table .shall 
check*the scorebook. Announce the score if not otherwise visible. 

H. End of Game 

I. Recogni^ the timer's whistle with a whistle. 

2. BotilSumpires check the scorebook. 

3. Both umpires sign the scorebook. 



INTERPRETATIONS 
'Questions on interpretations of the^ rules should include a 
stamped, self -addressed envelope and ^ould be addressed to: 
o JANE COOK 

Swartz Creek High School 
8320 IngaUs St. ' 
Swartz Creek, MI 48473 
Please refer to the rule and section to which your inquiry 
refers. 
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Speedbali Questions and Answers 



, KAYBRECHTELSBAUER 
' . Southern Jllinois University 

y May a goal be scored directly from a punt? 

No. The ball was not given legal impeAis. (Rule 7, Sec. 2) ' 

2. May a goalkeeper pick up a groui^d baU with her hands and 
conyert u into an aerial ball? ^ 

Yes. This is now consistent with the soccer rules. (Rule 9, Sec. 
6) > ' ' 

3. Two players of opposing teams momentarily hold the bil 
between their feet. Is this a tie ball situation? , 
Y^, provided this occurs without personal cohtact (Riile 10) 

4. May a thrown baU count as a field goal if it hits the ground 
before passmg over the goal line? 

No. A goal is not scored and out-of-bounds rules apply. (Rule 7 
Sec. 3) ' 

5. May a score be made, directly from a fre.e kick or a center 
kickoff? ^ • 
Yes. A field, goal .may be scored from any spot on the field 

. provided it is^ net an indirect free kick. (Rule 7, Sec. 2) 
6> How is a team penalized for taking more than the iegal number 

• of time-outs? ' 
The team is charged with a team foul and the opponent shall be 

• awarded a penalty kick. (Rule 14, Sec. 2) 

7. Play erpA-blocks- an ferial ball with her hip. P laygr-B-carchfe-thT" 
ball after a single bounce and successfully drop-lcicks for a goal 
Does this goal score? 

No An aerial ball met with a body block remains an aerial ball - 
: only until it hits the ground. Therefore. Player B muit play the 
ball on the ground. (Rule 9, Sec. 1) 

8. A player, in the act of catching a legai forward pass for a touch- 
down, is pushed -by an opposing player and drops the ball 
Does the touchdown score or is a pen^ty kick awarded? 

' Both. A touchdown will be scored and one penalty kick award- 
ed. (Rule 14, Sec. lb) 

9. If a, touchdown pass is caught simultaneously by an offensive 

• and defensive player, is a touchdown scored? 

No. A tie ball is calted and the toss-up is taken on the five-yard 
line opposite the spot where the tie ball occurred. (Rule 7 Sec 
3, Interpretation) , ' ^ 

10. May a field goal be scored directly from a penalty kick? ^ 
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No, not directly, but it can be played by another player ai a 



free 



I I. When the ball is kicked or thrown against the goalpost in an 
attempt to score and it rebounds to the penalty area, is the ball 



Yes. The ball is considered in bound^until it is sent, wholly,^ 
' over the endfine or sideline (Rule 8, Sec. 1).- The goalposts are * 
set on the end boundary lines; therefore, they are considered * 
the same as the boundary line. (Rul^ 1, Sec. 2d> 

12. If the ball is in the air in an attempted score (touchdown or 
dropkick), when tHe horn blows for a quarter, does the score 
count? . . 

The final horn of the timekeeper shall indicate the end of play- 
ing time except when the ball is in'flight during a try for a score, 
in which case the period ends when the try ends. If the initial 
attempt was successful, the score shall count. (Rule 5, Sec. 1) 

13. Is a penalty kick awarded the opposing team if a substitute , 
enters the game and her name is hot in the'^scorebook? 

For every player entering the game whose name is not entered 
in the scorebook; the opposing team shall be awarded one 
penalty kick. ' 
14: On an attempted touchdown pais the defensive player deflects 
the ball and knocks it to the ground. Who gets the ball? 
The o^fcnse. The ball is not dead until it hits the ground. The 
last person to touch the ball before it touched the ground was 
the defensive player. 

15. May a player convert a ground ball into an aerial ball by allow- 
ing the ball to roll up the foot <>r-leg-to-hei^4iaBd?^ r—_ 

Yes, provided either the foot leaves the ground or the ball leaves 
the foot and goes into the air. Note that both conditions need 
not exist. (Rule 4, Sec. Ih) 

16. On a penalty kick, must the ball bounce behind the line prior 
to the kick?. 4 
Yes. U the ball bounces behind or .in front of tfie line a free 
kfck is awarded the opponents. (Rule 12) 

17. May a player charge the goalkeeper when she is trapping the ball 
with her lunds? 

No. The goalie must not be interfered with or impeded in any 
maimer when itt possession of the ball. Possession includes the 
act of trapping the ball with one or both hand*. (Rule 9; Sec. 
6h) . 

The penalty is a direct free kick awarded to the defense. 
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NAGWS FLAG POOTBALL^PEEDBALL GUIDE 




2. 



i , Clarificatibn of Rules V - 

An indin^ct free "kick is awarded for an uJfringement of anv rule 
governmg goalkeeper's privileges. This penalty' ^o appUeslo /- 
any defensive player who commits a foiU^other Uian pereonS 'T 

rSn^^a^e-n^^^ 

Srn^V'^V^- ^'^ ^PPo^^-nts on the spot of theTolation!lf5he 
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Get 

Involved! 

For. membership 
information write: 
NAGWS 

1201 -16th St., N.W. 
Washington, D.C. 20036 



Join the National Association 
for Girls & Women in Sport - 

The only national association, 
devoted cxclufiively to creating 
sport opportunities for tf/Z fe- 
males - all ages* all }evels 



NAGWS SPORTS LffiRARY 

SPORTS GUIDES, RULEBOOKS, TIPS & TECHNIQUES BOOKS 
Sec listing inadc front cover. 

SCOREBOOKS 

Available for baskfctball, field hockey, Softball and-voUeyball 
SELECTED SPORTS ARTICLES 

Available fcr archery, basketball, field hockey, gymnastics, lacrosse, 
and riding./ ^ 

NAGWS AND AIAW SPECUL PUBLICATIONS 

AIAW HANDBOOK and DIRECTORY 

BIBLIOGRAPHY OF RESEARCH INVOLVING FEWALE SUB- 
JECTS 

EQUALITY IN SPORT FOR WOMEN 
WOMEN'S ATHLETICS: COPING WITH CONTROVERSY 
FUNDAMENTALS OF ATHLETIC TRAINING FOR WOMEN 
LEAGUE CONSTITUTION AND BYMwS FOR GIRLS INTER- 
SCHOLASTIC SPORTS - A SUGGESTED GUIDE 
MOTIVATION IN COACHING A TEAM SPORT 
NAGWS RESEARCH REPORTSJI and HI 
'RIDIHG'STANDARDS (Revised 1978) 

RELATED AAHPER PUBLICATIONS 

COMPLYING WITH TITLE IX IN PHYSICAL EDUCATION AND 
SPORTS 

DEVEZOPMENT OF HUMAN VALUES THROUGH^PORTS 

DRUiZJS AND THE COACft 

THE WINNING EDGE (sports psychology) 

NUTRITION FOR ATHLETES 

PROGRAMS THAT WORK - TITLE IX 

RULES FOR COEDUCATIONAL ACTIVITIES AND SPORTS 

SPORTS SKILLS TEST MANUALS (for archery, basketball, soft- 

baU; voUeybaU) 
INTRAMURAL IDEAS 
INTRAMURAL PORTFOLIO ^ 
SAFETY IN TEAM SPORTS^ 
SAFETY IN INDIVIDUAL AND DUAL SPORTS 
SAFETY IN AQUATIG ACTIVITIES 

For current prices and order information, write AAHPER Promotion 
'.Unit, 1201 16th St., N.W., Washington, D.C. 20036. 



